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FANTASTIC FOUR: Meet Mr. Fantastic 
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WE'VE JUST BEAMED THEM DOWN. 


Now you can beam them aboard. The limited edition Star Trek” Classic Collector 
Figure" Set, featuring the crew from the original Star Trek" television series. 
Captain Kirk? Mr. Spock? Dr. McCoy” Ensign Chekov," Helmsman Sulu; 
Communications Officer Uhura” and Chief Engineer Scott; just as they appeared 
on TV These articulated action figures are authentic re-creations of the Classic 
Star Trek? crew. This is a limited edition set, individually numbered and packaged in 
areplica of the original bridge. The figures are available for a limited time only, 
and will not be sold separately. If you like Star Trek" memorabilia, you'll find 
collecting these new figures is the logical thing to do. 


CLASSIC 
STAR TREK 


1, ©& 1993 Paramount Pictures. All Rights Reserved. STAR TREK is a registered trademark of Paramount Pictures. 
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10 WONDER MAN 
Don Heck's still 
drawing 47 years later. 
21 


26 


36 


48 


52 


Ring Art: Gil Kane/Colors: 
Jim Woodring/Copyright 
1993 DC Comics 


THE GERBER STORY 
Slightly askew, Steve 
Gerber defines his 
comics. 


XENOTECHNOLOGY 
They're not just 
doorkeepers! They 
fight evil! 


MUTANTS OF 
TOMORROW 
Welcome to the world 
of “X-Men 2099." 


OK, IS GIL KANE 
OVERWORKED? 

He once was; now he’s 
a killing machine. 


LIGHT & DARQUE 
Dr. Mirage has a 
second life. 


RISING STAR 
Brandon Peterson’s off 
on a meteoric career. 
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44 


On the Comics Screen 


WORD BALLOONS 


The future of evolution gets animated. 


Sludge Art: Aaron Lopresti/Gary Martin/Copyright 1993 M: 


IT’S MR. FANTASTIC! 


This hero’s a stretch for Alex Hyde-White. 


HEROIC TOONS 
Where cartoonists clash! 


AMAZING PRIZES 
Win with Spidey in Game Boy combat. 


CLASSIFIED 


THE REPORTER 


COMICS SCENE is published nine times a year: in 

i ly, August, October 
s International, 
Inc. (under exclusive license from Comics World Corp.) 
475 Park Avenue South, New York, NY 10016. This is 
COMICS SCENE #38, (overall series #49). COMICS 
SCENE is a registered trademark of Comics World Corp. 
(Canadian GST number: R-124704826) Entire contents 
ight © 1993 Starlop Communications International, 
rights reserved, Reprint or reproduction of any 
in part or in whole without the publishers’ 


en permission is strictly forbidden. COMICS SCENE 
accepts no responsibility for unsolicited manuscripts, 
photos or art, but if submittals are accompanied by a self- 
addressed, stamped envelope, they will be seriously 
considered and, if necessary, returned. Products 
advertised are not necessarily endorsed by COMICS 
SCENE, and any views expressed in editorial copy are 
not necessarily those of COMICS SCENE. Subscription 
rates: $29.99 one year (9 issues) delivered in the U.S. 
only. Canadian & Foreign subscriptions: $36.99 in U.S. 
funds only. New subscriptions: send directly to COMICS 
SCENE, 475 Park Avenue South, NY, NY 10016. 
Notification of change of address: send to COMICS 
SCENE Subscription Dept., P.O. Box 132, Mt. Morris, IL 
61054-0132 or call toll-free 1-800-877-5549. 
POSTMASTER: Send change of address to COMICS 
SCENE Subscription Dept., P.O. Box 132, Mt. Morris, IL 
61054-0132. Printed.in U.S.A. 
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FULL UNCUT PRESS SHEETS 
The entire collection of STARLOG 
TRADING CARDS is available on full- 
size Uncut Press Sheets measuring 
28" x 40". These collector's sheets are 
ideal for framing. They'll be shipped to 
you in extra sturdy UPS shipping 
tubes. Press Sheets are numbered. 
$75 
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ISTARLOG TRADING CARD 


Please indicate quantity of each being ordered, 


Own a piece of our Universe! 
ACT NOW while supplies last! The long-awaited collection! 
STARLOG’ TRADING CARDS 


The Commemorative Set is made up of all 100 STARLOG 
TRADING CARDS plus a Special Hologram gold card of 


STARLOG #1. The set comes with 25 plastic sleeves in a 
foil-stamped Corinthian leather binder. 


Each Commemorative Set is 
numbered and includes a 
Certificate of Authenticity. 


Numbers are randomly selected. 
Limit: Five sets per subscriber. 


I Postage & Handling: Prices of 


Commemorative Set includes domestic postage. 
Foreign orders, please add $10. When ordering 


Press Sheets or Hologram Sheet, 


I please add $5 postage. Foreign orders add $10. 
Canadian residents add 10% sales tax 


Street 


City 


Your signature 


___ Commemorative Set $30 
—— Uncut Press Sheet $75 
— Hologram Sheet $45 


State 


David Hutchison. 


$30 


Total enclosed: $ 


Method of payment: 


p^ 


[1 Discover M Master Card 1 Visa 


(Cash L Check [1 Money Order = 
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Account NO 


Card Expiration Date: / (Mo. / Yr.) 
Your Daytime Phone #: ) 


Print name as it appears on your card 


Zip 


1118 


Send cash, check 
or money order to: 
STARLOG PRESS 
475 Park Ave South 
New York, NY 10016 


IF YOU DO NOT 
WANT TO CUT 
OUT COUPON, 

WE WILL ACCEPT 
WRITTEN ORDERS. 
Please allow 4 to 6 
weeks for delivery. 


Each Commemorative Set will be autographed by Norman Jacobs, 
founder and publisher of STARLOG, and the magazine's editorial 
team: Editor David McDonnell, Managing Editor 
Maureen McTigue and special FX Editor 
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Xerographic Delights 
eroes, heroes, heroes everywhere. This issue, we continue an 
H exhaustive tradition, previewing Exiles, Xenotech, Exosquad, 
X-Men 2099 and the unsymmetrically named Stryke Force. 

Certainly, anyone can find heroes in daily life. Just looking around my 
office, I did. Let me introduce the X-Perts—just one of several names we're 
known by till the trademark paperwork shows up—complete with alter-egos. 

Hyper-Kinetic Lass (Maureen McTigue). Able to bounce off the walls, 
aughing, at the slightest provocation. Especially after imbibing any amount of 
caffeine or sucrose. Costume fashioned by former Power Girl wardrobe desig- 
ner. Can write faster than anyone except The Man With Two First Names. 
Leader of the Xenoperts. 

X-Acto Man (Jim McLernon). X-Acto blades are buried deep within his 
powerful X-Acto skeleton, enabling quick design of mechanicals, logos and 
torn photo effects. Not so good at spelling. Thinks team is called X-Actoperts. 
Once involved in a tragic romance with Tadpole Girl. Used to have own comic 
book until somebody borrowed it. 

Workaholic (Dave McDonnell). Works, works, works. Edits, edits, edits. 
Gets annoyed, annoyed, annoyed. Once involved in a tragic romance with 
Tadpole Girl. Has no life but is saving up to buy one; get one free. 
Man-Mountain Madman (Mike McAvennie). Former Managing Editor. 
Once involved in a tragic romance with Tadpole Girl. The Exoperts’ brute 
force. Quit to pursue own mantra and mission in life—to Fedex everything he 
ever photocopied. Now living in quiet seclusion in the Himalayas, playing 
the Ancient One’s video game collection. Mostly Pong. 

The Shambler from the Stars (Scott Briggs). Summoned by a power greater 
than his own to replace Man-Mountain. Has temporarily taken human form. 
Not Irish, however. Once involved in a tragic romance with Tadpole Girl. 
new H.P. Lovecraft personally. 

Bloody Pulp (Will Murray). Ghost writer for numerous heroes. Once in- 
volved in a tragic romance with Tadpole Girl. Also knew H.P. Lovecraft per- 
sonally. Has absolute knowledge that your comics are worthless. 

Prima Designa (Calvin Lee). No relation to Stan, Jim, Jae. Once involved 
in a tragic romance with Tadpole Girl. Designer extraordinaire. Often works 
in tandem with X-Acto Man. Can't spell either. 

Master Cynic (David Hutchison). Official photographer of the ExPerps. 
Always looks on the dark side of doom. Introduced Tadpole Girl to everyone. 

Mr. Prolific (Kim Howard Johnson). Never met a comic book creator he 
hasn’t interviewed or won’t be shortly. Writes almost as quickly as Hyper- 
Kinetic Lass, sometimes using bigger words. Never met Tadpole Girl. 

And of course, where there are heroes, there must be villains. Like: 

Wytche Hazel. Possesses the mysterious power to cloud people's minds 
so that they can not see her via aerosol hair spray. Icon: The mystical bobby 
pin. Worked as Bette Midler's stand-in on Hocus Pocus. 

Monsieur Magickal. The human guide to pseudo-values. Anything—from 
Ming china to the Tarzan and the Tarzan Twins with Jad-Bal-Ja the Golden 
Lion Big, Big Book—is worth exactly what he says it's worth. Always loses 
when he plays the home version of The Price is Right, though. 

Scream Queen. A personal assistant who turned a talent for getting coffee 
and abject sycophancy into a career in crime. Beloved by tens. Yes, tens. 

Greyfriars Lobby. Ex-member of the X-O Perts, he defected to become a 
Washington lobbyist. Tries to seduce other heroes, heroines and small dogs 
into eventual membership in the Lobby of Misunderstood Mutants. Once 
involved in a tragic romance with Tadpole Girl. Can discern the contents 
of any memo by the color of the paper on which it’s printed. 

The Anti-Publicist. Deals adequately with the only two types of media 
outlets she reads—newsweekly magazines and supermarket checkout tabloids. 
If the Anti-Publicist and a real publicist were ever to touch, life as we know it 
would blow up. And there would be no press release about it. A 

Needless to say, look for the XXXperts posters, T-shirts, trading cards, 
ceramic statues, silk underwear, animated series and pogs. We're not sure yet 
when the first issue of our polybagged Exacting X-Pertos limited series will 
ship other than, as is traditional, late. 


—David McDonnell/Editor 


All ExPerts & Related Characters & Art: Copyright 1993 David McDonnell/All Rights Reserved 
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New & improved coverage of 
the. science fiction universe! 
Every colorful issue explores 
the latest news, movies & TV 
previews, reveals special FX 
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Personal replies are impossi- 
ble. Other fans & advertisers 
may contact readers whose let- 
ters are printed here. To avoid 
this, mark your letter “Please 
Withhold My Address.” Other- 
wise, we retain the option to 
publish it. Write: 

COMICS SCENE 

475 Park Avenue So., 8th Flr. 
New York, NY 10016 


.. This is to say that a faithful 
reader has returned to the ranks, 
after a long defection to an up- 
start copycat with a pretty cover. 
While I was browsing through a 
bookstand after being disgusted, 
because some friends and I were 
looking for a comic book store 
that wasn’t even open, we came 
across issue #36 of COMICS 
SCENE. I have to say that it 
made me regret the day I ever 
started reading the other maga- 
zine. I have nothing but praise 
for it, because it really opened 
my eyes to what's out there (as if 
you never did) and helped me 
make up my mind with some 
insightful stuff. 

What first caught my atten- 
tion was seeing Icon and Rocket 
on the cover, because I am now 
collecting all four titles of the 
Dakota Universe. I came into 
that Universe late, and I have to 
dig into the dirt to look for back 
issues. The story behind some of 
them wasn’t clear, especially the 
real deal on Blood Syndicate. 
But after reading your article, it 
cleared up many things. I hope 
you keep a close eye on this 
universe, so I can read more 
about it in the future. 

Now that I have left the 
MegaGiant Marvel to spend my 
money on other books like 
Milestone, I didn’t know where 
else to go. That was until I saw 
some of those books in the store, 
but I didn’t pay them any atten- 
tion. After reading your article, 
Dark Horse is about to get a 
brand new customer. 

It is nice to hear about other 
companies out there that aren’t 
Valiant, Image, Marvel or DC, 
companies that your competi- 


Art: Ernest J. Stiner 


so in the future. Keep up the 
good work, guys, and I'll never 
leave again. 

Gary L. Davis 

105 Rackley Drive 

Greenville, NC 27834 


Glad to have you back. As we 
are fond of emphasizing, comics 
are meant to be read and en- 
joyed, not purchased like stock 
market investments. Cut open 


all those polybags and read the 
comics. 


..l am a big fan of Gregory 
comics, and, as it was put in 
#35, one of the “Unusual 
Statistics" of female comics 
readers. I loved Gregory I, II and 
III, but thanks to a simple line in 
CS #35, I am no longer a fan of 
Gregory comics. 

Mark Hempel insulted me, 


an exciting new buddy film by Randall Pictures... 
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and many other female comic 
readers, by saying of his female 
comic fans, “maybe it’s the girl 
friends of comic buffs,” hence 
implying that there are certain 
things one sex and one sex 
alone can do. 

There are many more female 
comics readers out there than 
Hempel evidently acknowl- 
edges. This is supposed to be a 
liberated time for women—but 
Hempel’s remark shows that 
things haven't changed for some 
people at all—like the creator of 
the Gregory comics whom I used 
to idolize. 

You say you find it hearten- 
ing to have female fans of your 


comic, Marc Hempel? Well, you 
just lost one. 

Gabrielle Moliero 

Trumbull, CT 


..Poor Phil DeGuere. He was 
handed a comic-book character 
and had to make the most of a 
limited budget. He spent his in- 
terview in CS#36 blaming the 
failure of his project on techni- 
cal drawbacks and how there 
wasn’t enough money to create 
impressive magic for the Dr. 
Strange pilot. 

There are always changes 
made from mag to media, and 
for any number of reasons a cos- 
tume is altered or a detail in the 
origin slightly modified. These 
changes can be very disappoint- 
ing to a purist, but are often 
understandable. So why am I 
writing this letter in offense of 
DeGuere’s defense? Let’s take a 
look at other, more successful 
superhero adaptations: 

Superman with Christopher 
Reeve is perhaps as faithful an 
adaptation a comic is ever likely 
to have. His costume was 
perfect, which means he was 
readily identifiable; this was 
Superman. But more than that, 
it was faithful to the comic 
book. Obviously a story which 
endured many decades and 


HURRY RAINMAN! WHAT 
DEGREE OF ARC DO T HURL 


touched many people had to 
have an essence which—no 
matter what elements had to be 
changed in order to adapt 
Superman to the big screen— 
had to be upheld. Of course, 
we're talking about his fight for 
truth, justice and the American 
Way. 

In Tim Burton’s Batman, the 
costume was modified to serve 
as a more defensive piece of 
equipment. But in doing so, the 
character's look remained un- 
mistakable. And yes, the budget 
enabled them to build enough 
sets and gizmos to thrill us dur- 
ing those couple of hours. But 
more than anything, Burton 
never lost sight of the key to 
Batman’s longtime success: 
Wayne’s obsession with aveng- 
ing his parents’ deaths while 
protecting Gotham City from a 
host of exceptional villains. If 
these were taken away, the film 
wouldn’t have gone as far as it 
had. 

The Incredible Hulk hits a 
little closer to home. A Uni- 
versal TV series. No doubt a 
restricted budget. The name of 
the principal character altered. 
Special effects limited to a mus- 
cleman painted green and a 
large supply of balsa wood. Not 
even amusing banter like “Hulk 
smash!” Why do you suppose 
something like this could have 
succeeded? Maybe because the 


their secrets with him, theii 
drawing. And he’s put tog 
most up to date course so 
anyone, can pick up pencil, 


Ga ry Brod sky for years had beeh 
teaching amateurs to draw professionally, 
professionals to draw even better. How you ask? 
By getting the best in the comics field to share 


quickly be on the road to being a master comic 


DON'T DELAY, LET GARY 
BRODSKY SHOW YOU WHAT 
YOU CAN DO WITH A LITTLE 


story of the Hulk was not limi- 
ted to superficial things such as 
how far he could jump or 
whether or not the creature 
could speak. The point of The 
Incredible Hulk is this poor 
man’s potential for destruction 
beyond his control, and the ter- 
ror that his secret would be dis- 
covered. It kept people watching 
for years. 

Now we come to DeGuere 
and his pilot. Why do you sup- 
pose it failed? For a start, the vi- 
sual identification was non- 
existent. Note that even the stills 
you published of Peter Hooten 
in costume were a result of a 
spell cast by Morgan Le Fay and 
had nothing to do with what 
Strange actually ended up with 
(a white leisure suit—who 
would want to print it?). Clea—a 
dimensional alien and Strange’s 
love interest in the comics—was 
reduced to a college student 
who simply started dating her 
shrink. There is even a sugges- 
tion that the Ancient One—this 
dapper, eccentric gentleman 
who resides in Greenwich 
Village—may in fact be Merlin. 
This isn’t Doctor Strange, it’s 
Camelot! 

The makers of this turkey 
missed the whole point of Dr. 
Strange, and why it has endured 
in comicdom despite the charac- 
ter’s non-superheroic pacifism. 
The point isn’t magic and 


r art, the science of 
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“WE LOST 
THE MATCHES"... 


Art: Kevin Brockschmidt 


special FX (though they do 
indeed attract quite a bit of| 
attention). The point is that a 
man could fall so low, then pick 
himself up, regain his self- 
respect, and become entrusted 
to protect the universe. The 
human will—take that away and 
your character is no longer Dr. 
Strange. Take out that human 
aspect and you've forever lost 
that certain hook with which to 
lure viewers. 

So you see, budget or no, the 
series was doomed from the 
start. Comics fans collect that 
home video because it is called 


You've Waited Long Enough Finally 


THE HOW TO DRAW COMICS 
COURSE IS HERE... 


Why Just Enjoy Comics When You Can Make Money From Your Own Comics. 


Look at some of the things you 
get. Simple easy step by step 


subject - comic drawing, and 


Dr. Strange, and because it’s so 
bad it’s funny. It doesn’t go 
beyond that. But wouldn’t it 
have been more fulfilling (and 
profitable) to have created 
something a bit more accurate? I 
know I speak for many fans 
when I say that I hope Wes 
Craven learns from Phil 
DeGuere’s mistakes, and pays 
more attention to the comic 
book and its more memorable 
morents. 

Debbie David 

P.O. Box 1609 

Madison Square Station 

NY, NY 10159-1609 


instructions, illustrations, 
diagrams, and the greatest 
anatomy course ever onthis 


art unto itself taught by the 
pro's working today!!! 


WRITTEN AND DRAWN BY THE 
PROS THAT YOU SEE TODAY IN 
THE COMICS YOU READ 
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Dear Gary, I would love to draw and create comics myself. 
Send me this course now! 


O THE COMICS COURSE $14.95 


one can add... 
the other can fight. 


BAN 
RAINMAN quí 


INSPIRATION AND YOU OWN (plus $3.05 postage and handling) 


tors love to give so much pre l 
to. When I got my t 

Milestone book, Static, it was Name l 
polybagged with a trading card. I 
I ripped it open just to read the 

book, and to the serious collec- l 
tor this would seem a foolish 
folly. I felt that way a little, but 
after reading David McDonnell’s 


editorial, I won't hesitate to do 
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IMAGINATION, START YOU OWN 
COMICS PERHAPS - YOU NEVER 
KNOW. 


Address 


City 


Send check or money order to:Gary Brodsky 
2342 East 17th St., Brooklyn, NY 11229 

for $14.95 + $3.05 postage and handling. 
Credit Card orders call 1-800-523-6600 


l 
l 
et a um am cat mcs ee fas e a AAA 


State 


ORDER NOW. Send check or money order to: GARY BRODSKY | 
2342 EAST 17TH ST., BROOKLYN, NY 11229 

for $14.95 + $3.05 postage and handling. | 

Credit Card orders call_1-800-523-6600 


Art: Scott Brooks 


Almost 44 years later, Don Heck 
continues drawing comics. 


Part Two 


“The good part about 
comics is that you get 
to draw all sorts of 
stuff that you like to 
do,” says Don Heck. 


Art: By & Courtesy Don Heck 
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on Heck's Avengers debut was 
De #9, featuring the well- 

received Wonder Man, whom 
he designed. He went on to introduce 
numerous memorable characters, like 
the Swordsman and Goliath—Heck’s 
revamping of Giant-Man. 

Initially, taking over The Avengers 
was a comfortable assignment for 
Heck, since it featured Iron Man, 
Giant-Man and Thor, all characters he 
had previously drawn in their own 


courtesy Will Murray 
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strips, as well as Captain America. 

But with Avengers #16, Heck again 
took a back seat to Jack Kirby, who 
came in and revamped the line-up, 
booting out everyone except Captain 
America and bringing in a number of 
lesser-light characters including 
Quicksilver, the Scarlet Witch and an 
Iron Man supporting cast member 
Heck knew very well—Hawkeye. 

“I was the one who started 
Hawkeye," Heck says. "He was just a 
villain in one of the Iron Man stories. 
Stan saw that he was doing very well, 
and he probably thought of him—the 
way that I did—as a Robin Hood type 
of character." 

To this day, Heck doesn't know ex- 
actly what motivated Lee to drop some 
of his most popular characters from the 
team, only to replace them with what 
might be charitably described as se- 
cond stringers, but the artist suspects it 
was concern over continuity problems 
between the original Avengers cast and 
their main strips. 
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“I always liked 
regular stories,” 
Heck relates. “I 
like somebody if 
you shoot them 
and they bleed.” 


Heck advises up- 
and-coming artists 
to know more than 
just their craft. 


WILL MURRA 


‘Art: Don Heck/Romeo Tanghal 


T THE AMERICANS ARE WEAKLINGS/ WHI 
THEY PLAYED GAMES, WE MADE OUR- 
ELVES STRONG FOR WAR! 


“They were always so worried that 
there had to be sequential things,” 
Heck recalls. “Thor was doing some- 
thing in his book, so you couldn’t have 
him doing something different in Iron 
Man’s book—which I thought was ri- 
diculous. But that was the way it was 
thought of at the time. 

“The good part about The Aveng- 
ers,” he adds, “was that I had seven or 
eight issues Kirby had done that I 
could look through. There was 
something down there. It’s like inking 


somebody. I’m not that fast, but if there 
was something down there—even if it 
was crap—I could change the crap and 
fix it, and make it work, and do it fast- 
er in many cases than I could myself 
from scratch.” 

Despite being teamed with power- 
house inkers like Wally Wood and 
Dick Ayers, the distinctive Don Heck 
style shone through—particularly in 
his unique approach to character de- 
sign. “Style is like handwriting,” Heck 
notes. “Even if you wanted to, you 
couldn’t change it. If John Romita 
draws just one head in a whole story, 
you know John Romita did it. In 
fact, John inked one of my Avengers 
stories, and he said, ‘I’m sorry, Don. It 
looks like one of mine,’ because he’s 
such a powerful inker. I said, ‘John, 
I've got no complaints, as long as the 
final product is good.’ ” 


“It was strange to me, all those different 
characters. There was nothing great hap- 
pening,” the artist says of the Justice 
League of America. 
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“Style is like handwriting,” Heck notes. 


The X-Men, simultaneously 
pitching in on Spider-Man, often 
inking Romita’s pencils. 

“I did the in-between stuff in many 
cases,” Heck explains, “like Spider- 
Man Annual #3. John Romita would 
rough it out, and then he would send it 
over to Mike Esposito, who was 


IE 1967, Heck left The Avengers for 


Heck thought his Wonder Woman work 
was a great assignment—until he dis- 
covered that the book wasn't a good seller. 
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Heck was 
hampered by the 
Flash. “I wanted 
the Flash done 
where you didn’t 
see these little 
individual figures 
doing things. He’s 
supposed to be a 
blur.” 


Umm 


VELDOM? 


working as ‘Mickey Demeo’ at the 
time. Romita would send the pencils 


out to me—on tracing paper, 
probably—and I would work on it from 
that point. At one point, I was doing 
breakdowns on The X-Men, and 
Werner Roth was tight-pencilling it. 
Vince Colletta inked it.” 

Most Spider-Man artists complain 
that the character’s webbing gave them 
trouble. Heck is no exception. “They 
did until John told me what they 
were,” Heck admits. “The lines had to 
go a certain way around the face. Once 
you knew what the pattern was, it was 
easy.” 

Heck didn't stay with either strip 
long, gravitating to Sub-Mariner during 
the period in which Namor was given 
a costume, and working on Captain 
Savage and His Battlefield Raiders, 
among other books. He also revisited 
Iron Man, by then in his own title. 

By the early 1970s, Heck had 


knocked around Marvel for 
some 15 years, sometimes 
penso sometimes in- 

ing, but seldom both 
pencilling and inking his own work. It 
was frustrating. "I did some 
Daredevil," he recalls. “It wasn't inked 
very well, and I was getting the bad rap 
for all of these wonderful inkers. I 
loved that. I always get this comment, 
"The first story I ever did when I got in 
the business, I inked your stuff.’ My 
comment used to be—not to them—if a 
cleaning lady walked down the hall 
with a brush stuck behind her ear, she 
would've had a Don Heck job by the 
time she reached the end of the hall. 
She would have said, ‘Don’t worry. I 
can ink it.' " 

Clearly, it was time for a change. 
Then came the final straw. "Roy 
Thomas called me into the office and 
said that he was going to have 
somebody else ink something I was 
doing," relates Heck. "It may have 
been Daredevil. It was New Year's Eve, 
and I was getting this really thrilling 
news: Another 'star' is going to screw 
with stuff I had been working on, so I 
figured maybe I would have a better 
chance over at DC." 

Heck was, and still is, sanguine 
about the move. “You take a shot,” he 
says. "If it doesn't work, you go back to 
the other one. It's the only way you 
can work it sometimes." 


he move to DC brought Heck 

] what at first seemed to be a 
plum  assignment—Wonder 
Woman. “I did almost 30 issues,” he 
says. “I had a very good inker with me 
for a while, Rick Magvar. He did a 
great job. I just wanted to pencil and 
ink my own stuff so I didn't have to 
tight-pencil it, and could spend more 


Selected DC Heck Art 


Flash Art: Don Heck/Frank Chiaramonte 
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time finishing it. That's when I started 
to make some money for a change.” 

But disillusionment set in when he 
discovered that instead of being one of 
DC’s top titles, Wonder Woman was a 
perennial sales loser, kept going solely 
due to licensing considerations. 
Realization came soon after he met the 
series’ writer and shared his enthusi- 
asm for the new assignment. “He 
looked at me like we had just won the 
booby prize,” Heck says wryly. 

But the opportunity to ink helped 
offset the disappointment. Other fea- 
tures soon fell into his lap, as well. “I 
did The Flash,” notes Heck. “I did 
three issues of Green Lantern. I was all 
over the place.” 

Heck found his Flash tenure frustra- 
ting. “I was hamstrung,” he laments. “I 
was told to use multiple image shots. 
I wanted the Flash done where you 
didn't see these little individual figu- 
res doing things. He's a blur—or he 
was supposed to be as far as I was con- 
cerned. Then one day, they said, 
‘You're off The Flash because Carmine 
Infantino's back.’ Obviously, it was his 
book, so they gave it to him again. And 
what did they do? They allowed him 
to do the same stuff I wanted to do!” 

One of the biggest challenges, Heck 
found, was working with the writers. 
“There was one thing that was un- 


Hawkeye's change of heart—from villain to 
good guy—was masterminded by Stan Lee. 
“He probably saw Hawkeye as a Robin 
Hood type,” acknowledges Heck. 
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Changes in the Avengers’ line-up surprised 
Heck, but he chalked it up to continuity 
hassles. 


believable,” he chuckles. “The Flash 
and his girl friend were ringing the 
doorbell, and he comes to the door as 
his normal self. But you’re Supposed to 
see the Flash go into the apartment, 
swing around, come back as Barry 
Allen and meet himself at the door. I 
did the shot. And the writer said to 
me, ‘Gee, I was wondering how you 
were going to do that.’ And I thought, 
‘God!’ ” 


ext came a year-long stint on 
Nise League of America. “DC 

wanted me to do it,” Heck says 
flatly. “I didn’t. I didn’t like the guy 
who was inking it, and I didn’t want 
him pulled off the story for me, so I 
said I would rather not do it. Then, one 
day they told me, “You're doing it, but 
we got a different inker.’ " 

Despite having successfully guided 
the Avengers for so long, Heck didn’t 
enjoy drawing Justice League. “It was 
strange to me, all those different 
characters,” he muses. “With 20 
different characters, it was, ‘You open 
the door; I'll look through it.’ In other 
words, there was nothing great hap- 
pening. One character could have done 
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the whole damn thing, so why have 
four or five superheroes doing it? If 
you've got Superman, why the hell do 
you need the others? 

“I was never that keen on super- 
heroes," Heck adds. "I always liked 
regular stories—people as people. I 
like somebody if you shoot them and 
they bleed. Otherwise, there's no 
feeling. It's like Arnold Schwarze- 
negger, the Terminator. He blows 
apart, then he gets up and starts 
walking again. That, to me, is a mean- 
ingless story." 

During the '80s, Heck bounced back 
and forth between DC and Marvel, 
with one period at Martin Goodman's 
short-lived Atlas Comics, spending 
most of his time at DC. He rarely 
worked for both companies at once. 

“I would rather work for just one, 
he professes, “because you can only do 
so much. Now if you happen to be like 
Kirby or John Buscema where you can 
turn in five pages a day, then it's diff- 
erent and you can handle all that stuff. 
I always wound up where both dead- 
lines were the same week. Unless you 
have people helping you, you can't do 
it. And I never had anyone helping me, 
because if you did have somebody who 
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“I was never that keen on superheroes,” 
Heck says, but he succeeded in working 
with them for over 40 years. 


was good enough, the following Mon- 
day he was up there getting his own 
work.” 

Overnight, everything changed. “I 
worked at DC for 11 years straight,” 
Heck recalls. “Then suddenly, I didn’t 
have any work, bang, bang. I knew the 
handwriting was on the wall when 
Dick Giordano said to me, ‘If 
somebody offers you work, take it.’ ” 


eturning to Marvel, Heck found 
Rin: f again working on 
familiar characters, including 
inking his old friend, Hawkeye, over 
Al Milgrom’s pencils in Avengers 
Spotlight. 
“Hawkeye was fun to do,” Heck 
says. “They changed his costume so he 
was all over the place, and that didn’t 
work out that well. Half of it had to be 
whited out. They changed the face, 


(E, GRI 
LANTERN? 


The Justice League’s multitude of charac- 
ters puzzled Heck, “If you’ve got Super- 
man, why the hell do you need the others?” 


Working for more than one company 
simultaneously would have been too much 
for the artist who feared similar deadlines. 


sent it to me and said, ‘This is the final 
version.’ ” 

These days, Don Heck continues to 
draw for Marvel, and accepts freelance 
assignments from Millennium, where 
he did the short-lived H.P. Lovecraft’s 
Cthulhu comic. For Topps, he 
pencilled Night Glider, based on a Jack 
Kirby concept. 

Perhaps his most unusual assign- 
ment in recent years was to re-create 
several Iron Man pages so a story could 
be reprinted in the Marvel Masterworks 
edition of Iron Man. The original art 
and stats could not be found, and since 
Heck’s style hasn't changed 
appreciably in the last 30 years, 
redrawing the missing pages solved the 
problem perfectly. 

It’s a rare artist who could pull off 
such a feat. Still, the assignments don't 
come as regularly as they used to, 
which Heck finds puzzling. “If you 
were doing bad work and your artwork 
had done a tumble, you could say, 
‘OK, I deserve this.’ But when it's 
looking good, you ask, ‘Why?’ 
Sometimes editors say, ‘Oh, yeah, I 
love your stuff,’ but you don’t get the 
calls.” 

After 40 years on the comics scene, 
Heck has seen many of his contem- 
poraries leave the business—not 
always of their own volition, One was 
his fellow Media Comics cohort, Pete 
Morisi, who, as P.A.M., created 
Thunderbolt for Charlton. 

“When comics went down, Pete 
Morisi became a cop,” Heck relates. 
“He drew well, but he copied George 
Tuska too closely. And after a while, 
Tuska's stuff wasn't selling. It’s one of 
those setups: You pick the wrong stuff 
and you're in trouble.” 

Heck never fell into that trap. He 
always stayed true to his own style, 
but the industry hasn't always treated 
him with respect. And he has qualms 
about recommending the comics field 
he loves to aspiring young artists. 

“It’s like a kid I know who's doing 
terrific artwork,” says Heck. “I keep 
telling him the truth. I say, ‘Think 
about some other type of art. You're 
always going to want to draw, but 
think of some other stuff so that you 
can branch out, so you're not stuck 
with a bunch of idiots.’ " 

Still, despite his pointed as- 
sessments of the field, Don Heck him- 
self professes no lasting regret that he 
stuck it out in comics. “It’s that kind of 
business,” he reflects. “I would have 
liked to have hooked up with some 
good writer and done a newspaper 
strip, but it’s a little late now. The 
good part about comics is that you get 
to draw all sorts of stuff that you like 
to do. If you work for an advertising 
place, you draw a lot of boring stuff, 
which you hate. In comics, you can 
draw characters, scenes, everything 
you can think of. It can be great.” (E) 
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His typical tale is quirky, peculiar & slightly askew—or so 
says Steve Gerber. 


teve Gerber 
has exiled 
himself to 


Malibu—and he 
couldn’t be happi- 
er! The longtime 


By KIM HOWARD JOHNSON 


writer, best known for his work on 
Marvel’s Defenders and Man-Thing, 
and for creating Howard the Duck, 
jokes that Exiles and Sludge—his new 
Ultraverse titles—constitute his “tri- 
umphant return” to comics, even 
though he has never really been away. 

“I hope the ‘triumphant’ is true,” he 
laughs. “I haven’t been away all that 
much in the past few years. The prob- 
lem is that I've been doing a number of 
books, like [1990's] Foolkiller limited 
series and the two-part Prestige Legion 
of Night for Marvel, as well as the 
Suburban Jersey Ninja She-Devils and 
a Man-Thing graphic novel. I’ve also 
done a couple of different serials for 


Marvel Comics Presents, but 
AN 
NS A 


nobody ever hears of them. There 
SS 


fm 


has been virtually no promo- 
tion for those books. So, I've 
been ‘returned’ for quite some 
time, sitting there in the corner 
unnoticed, and I figured it was 
time to get in the ‘triumphant’ part!” 
Gerber was one of Marvel's most 
prominent creators in the '70s, with 
his acclaimed work on Man-Thing, 
Howard the Duck and other titles. He 
says that much of his recent 
comics work has been 
overlooked (though he 
discussed the projects in 
CS #15). "Books like 
Foolkiller and Jersey 
She-Devils were dif- 
ficult for Marvel to 
promote because 
they didn't already 
have a built-in audi- 
ence," he observes. 


"Quite frankly, 
* Marvel's promo- 
\ tional depart- 


EUSTOVICH- Art: Mike Gustovich 


ment sells what 
it already knows will sell— 
that’s how it works. At the 
time those books came out, 
they were out there sell- 
ing X-Men and Todd 
McFarlane’s Spider-Man. 
God bless ‘em, those 
books did just fine, 
but in the 
meantime, 


Sludge resembles other superhero creatures, but Gerber insists that this sewer-dweller 
is nothing like them. 
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anyone knew 
that Foolkiller 
existed, let alone that I 
wrote it. I just got tired 
of laboring in the 
shadows.” 
With his 
Exiles and Sludge 
part of Malibu’s 
Ultraverse line of 
superhero comics, 
Gerber is certainly 
out of the shadows. 
He isn’t accus- 
tomed to writing 
the typical super- 
hero, and admits 
his new titles are 
rather different. 
“Exiles is not an easy 
book to describe in a 
sentence or two,” he 
declares. “It involves 
a superhero group, 
mostly young—ranging 
in age from 15 to mid- 
20s. They're all afflicted 
with a disease called the 
Theta virus, uniformly 
fatal without massive 
intervention that involves 
genetic manipulation on a 
molecular scale. The prod- 
uct of that intervention can 
be anything from a human 
being to somebody with a 
super-power to a complete 
grotesque monstrosity, and any- 
thing in between. The Exiles are 
trying to find others like themselves, 
in hopes of saving them from the dis- 
ease and to protect them from the rest 
of the world. 


E 


Jl 
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“They’re unusual, because nobody 
can find out how they got their pow- 
ers; they’re worried about being con- 
sidered contagious. It’s an unusual 
concept, but I don’t want to give the 
impression that it’s a gimmick book— 
it relies very heavily on the characters 
to anchor the stories. There’s a good 


bit of action and humor in it, but it’s J i 


essentially a character-driven book." 

Exiles starts out with group mem- 
bers Tinsel, Catapult, Deadeye, 
Mustang, Trax and Ghoul, and En 
Flame and Mastodon, two characters 
introduced in the first issue. Gerber 
laughs as he struggles to remember 
them all. *Tinsel has the ability to 
manipulate light, and Mustang does 
similar things with electricity. 
Catapult can re-channel the inertial 
energy in a resting object against that 
object, which allows him to pick up 
automobiles or small buildings—any- 
thing that his exoskeleton can support. 
Deadeye has a nearly infallible sense 
of aim, so that almost anything in his 
hands becomes a weapon. Trax can 
follow and locate anyone with whom 
he has ever had direct physical con- 
tact, and Ghoul’ is seemingly a zombie 
impervious to pain. 

“And then, we have the villains— 
Happy, Dopey, Sleepy,” he jokes. “The 
central villain is actually Malcolm 
Kort, a Hollywood producer who’s not 
content to merely create worlds in the 
studio. He wants to re-shape the world 
according to his own vision of the fu- 
ture of humanity. Among his hench- 


Art: Darick Robertson 


Exiles’ creation predates the Ultraverse, 
but Gerber’s storyline fit the piece into 
the line’s intricate puzzle. 
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for offbeat books like Howard the Duck. 


men are Brute, Bloodbath, Hot Rox 
and assorted scientists and robots.” 

The central character, Dr. Rachel 
Deming, has set up a corporate and 
team headquarters on an island off the 
California coast. “She discovered the 
Theta virus and its cure, because she 
had it. Rachel is 68 years old and 
looks 34—the treatment prevented her 
from visibly aging,” he says. “She goes 
with the team on some missions, and 
directs them from their headquarters 
at other times. She has set up a 
corporation to fund research into the 
disease, and to find the people who 
have it.” 


xiles was actually the first 
E series created, pre-dat- 

ing the rest of the new line. "It 
wasn't originally intended for the 
Ultraverse," Gerber admits. *This 
series actually goes back about a year- 
and-a-half before the first 
Ultraverse writers' conference. 
The book was actually created 
by [Malibu execs] Dave 
Olbrich, Tom Mason and Chris 
Ulm. They had done the 
script's first draft, and had 
done dialogue for the first 12 
pages. and then the book sat 
around the office for months 
while Malibu got involved with 
Image. They were going to give 
it to me to take over, and I was 
going to come in and do it as a 
stand-alone title like The 
Protectors. After the Ultraverse 
meetings got underway, we 
realized there was nothing in 
Exiles that contradicted any- 
thing in the Ultraverse stuff, 


rspective than other writers, Gerb 
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~ ALONE WITH HIS THOUGHTS. 
IN SOUNDLESS SPACE, LEFT 
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and we might as well just pull it in 
and make it part of the larger line!" 
The writer has big plans for the se- 
ries which is being pencilled by Paul 
Pelletier and inked by Ken Branch, 
and says issue #4 will be “one of the 
most memorable issues in the history 
of comic books—but I can't say why. 
This is something you have never seen 
before in exactly this way, and it will 
affect the entire Ultraverse. Nobody 
will ever forget having read Exiles #4, 
that I can absolutely promise!" 


erber's other Ultraverse series, 
Sludge with pencils by Aaron 
Lopresti and inks by Gary 
Martin, is also tricky to describe. 
"Because of my history in this busi- 
ness, people ask me if it's Man-Thing, 
and the answer is no; then they'll ask 
me if it’s Swamp Thing, and the 


Enjoying comics even more now, Steve Gerber is 
making his “triumphant return" after 
never leaving the industry. 


Howard the Duck: Trademark & Copyright 1993 Marvel Entertainment Group 


answer is no, then they'll ask if it's 
ike the Thing, and the answer is still 


things and mans and swamps, but no," 
Gerber says. "It's sort of a monster 
book, sort of a hero book, sort of a hor- 
ror book, and it takes place in New 
York. Sludge is a creature living in the 
sewers of New York. I've described 
him as ‘Clint Eastwood, but he drips a 
ot.’ It’s probably the darkest of all the 
Ultraverse books in tone and story 
matter, very grim stuff. The one thing I 
ope it will have in common with 
Man-Thing over time is that we’ll be 
able to do almost any story we want in 
there. 

“The first few issues of Sludge will 
deal with fairly heavy and realistic 
stories. We have a cop story in the first 
issue, and an urban assassin story in 
the second. I'm hoping we'll be able to 
broaden it to deal with barbarians 
jumping out of peanut butter jars," he 
laughs. "It'll take some time, though.” 

Comparisons to Man-Thing are 
probably inevitable, but Gerber's hop- 
ing to avoid any resemblance through 
the urban setting and other factors. 
“Sludge talks and even narrates part of 
the book, but in a very strange style, 
an internal dialogue," he says. "But, I 
did insist that he actually speak—I 


wasn't going to do more years of a | 


character that can't speak again! He 
does speak, he is conscious and he's 
not empathic in any way. It's a very 
different character from Man-Thing 
although there are surface similarities 
Most of the origin is in the first issue, 
except for a few details. We know 
what happens, but we don't know 
exactly why it happens—that will be 
revealed over time." 


erber says his experiences have 
Ge been good in helping to 

create a brand-new universe for 
Malibu. “Twenty years ago, the Marvel 
Universe wasn't that old, either! It was 
almost like this, but this is the first 
time I've ever been in on the ground 
floor of creating a new universe. The 
only minuses in a situation like this 
would be for writers and artists, who 
feel they need someone else’s work to 
build upon. For anybody who’s accus- 
tomed to doing original stuff, there are 
no minuses. The pluses are that there 
aren’t 30 years of excess baggage that 
you must deal with every time you 
write a line of dialogue or plot a scene. 
t’s tremendously liberating! The last 
time I tried to write any of the Marvel 
mainstream characters, | felt shackled 
and—I'll probably get in trouble for 
saying this—seriously bored! There's 
very little about those characters that 
hasn't already been said, and if there's 
anything, I couldn't think of it. So, for 
me, it's an absolute joy to be working 
on characters nobody has done be- 
ore," Gerber declares. 


no—they'll go through a whole list of 
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“Gerber approach” in that the group may be considered contagious. 


Malibu’s Ultraverse titles are inter- 
connected, but Gerber says they 
certainly won't be strangled by restric- 
tions. “The minimum basic require- 
ment is that we won't do anything in 
Sludge or Exiles that directly or irrevo- 
cably contradicts something that’s 
done in any of the other books. The 
tie-ins between books are being orga- 
nized much the same way we used to 
do it at Marvel. In the old days, if I 
wanted to use Captain America in a 
Defenders story, 1 would call Steve 
Englehart, who was writing Captain 
America at the time, and say, ‘Hey, 
can I use Cap in Defenders?’ We 
would check it with the editor, and if 
he said fine, we did the story, and 
made accommodations for whatever 
Steve was doing in Captain America, 
to make it work with that book’s conti- 
nuity. We're doing the exact same 
thing here.” 

In addition to his Ultraverse books 
at Malibu, Gerber is also doing some 
work for Image, scripting the Cy- 
bernary story in Deathblow, and also a 
WildC.A.T.s Special. “Jim Lee asked 
me to take a crack at the Cybernary 
strip based on a few WildC.A.T.s pages 


I had scripted,” he says. “The strip has 
already been plotted, drawn and inke 
before I ever saw it—a couple of peo- 
ple had already tried writing scripts 
for it, but they weren't really happy 
with what they had gotten. They liked 
what I did. So, I had nothing to do 
with the first two stories whatsoever; 
I’m simply dialoguing the finished art- 
work. I’ll probably be writing the ful 
script with the third chapter. 
Cybernary is much darker in tone, 
though Sludge comes pretty close. 1 
know what Jim and Brandon Choi 
have set up with the character, and 
want to see where they were planning 
to take it before I put my own twist on 
iti 

Gerber admits that he may seem 
like a peculiar choice to write the 
WildC.A.T.s Special. Interested in 
working for Image for some time, 
Gerber got a phone call one day from 
Jim Lee. “Jim asked me if I wanted to 
do the book, and I actually like 
WildC.A.T.s quite a bit, so I decided to 
take a shot at it. It's an interesting 
story—it's a Gerber story, no question 
about it, but it's also a WildC.A.T.s 
story, and I don't think any of the 
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regular WildC.A.T.s readers will find it 
incompatible with the rest of the 
series. On the other hand, I think any- 
one who reads it will not find it 
incompatible with anything I’ve done 
over the past 20 years!" 

Largely known for his work on 
more peculiar comics titles, the writer 
admits that a typical "Gerber story" is 
certainly quirky. “I don't know exactly 
how to define a ‘Gerber story,’ though, 
other than to say that it comes from 
my own peculiar perspective on what- 
ever I happen to be writing about. For 
some reason, it seems to be fairly 
recognizable,” he laughs. “I wouldn’t 
begin to say what a ‘Gerber story’ actu- 
ally is, but it’s recognizably one that 
I've written. Quirky, with a slightly 
askew, bent perspective on things.” 


fter two decades in comics, 
Ase: is still most strongly 
identified with Howard the 

Duck, which he wrote and created. It’s 
a relationship that can either work for 
or against him. “For the people who 
know the comic book, it certainly 
works in my favor, but people who 
know the film and don’t know the 
comic—I don’t think I can get in their 
door, actually!” he laughs, noting that 
the week after the movie opened to 
savage reviews and disappointing box- 
office receipts, “I started shopping 
around for cliffs to jump off of!” 

The Howard the Duck film, 
which was one of the most 
spectacular and visible failures 
in film history, went wrong in 
several fundamental ways, 
according to Gerber (who 
also discussed the film in 
STARLOG #111). “I 
don’t want to second- 
guess somebody else’s 
work, but I don’t think 
the movie worked at 
all. If I had to point to 
a single thing that went 
wrong, it would be 
that they let the so- 
called requirements of 
a Hollywood pic- 
ure, rather than 
heir love for the comic — @ 
book and the character, 
drive what finally got on 
the screen. I’m incredibly 
sad for them, as much as 
for myself and for the 
Duck—it was a real shame 
it happene 

The writer says he has E 
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for me, and a lot of the Man-Thing 
stuff I did with Mike Ploog in gener- 
al,” he says. “There were a number of 
others—some of the Val Mayerik stuff 
as well, and ‘Cry Turnip!’ and the ner- 
vous breakdown story arc from 
Howard the Duck, as well as the 
Phantom Zone mini-series that I did 
for DC. Those are ones that come to 
mind immediately. 

“T honestly think the best thing I’ve 
ever done in comics, though, is proba- 
bly the Foolkiller limited series. It goes 
deeper into a single character, without 
relying on clichés, than anything I’ve 
done prior to that time. The rules I set 
for myself with that book, though, 
were ‘no easy outs.’ Whatever happens 
has to be absolutely believable; the 
one fantasy element is the ray gun— 
everything else has to be completely 
plausible or it doesn’t get in the book. 
That forced me to really look at that 
character as a human being in a real 
environment, and try to predict what a 
character like that would do and why 
he would do it. I’m really proud of 
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mind. "That was a big one 


“Sludge is sort of a monster book, 
sort of a hero book, sort of a 
horror book," Gerber says. 


> A, 


what I did with the character- 
izations—I don't think I’ve ever done 
anything that remotely resembles it.” 
Although he looks back fondly on 
his previous work, Steve Gerber is 
more thrilled at the prospects of the 
Ultraverse that lie ahead. “I’m proud 
of the past, but I’m much more excited 
about the future. There’s a funny ex- 
pression attributed to Howard 
Chaykin—and if he wants credit for it, 
it’s his—that ‘no-stalgia is good stal- 
gia.’ That's exactly the way 1 feel about 
this stuff. I like a lot of the Howard the 
Duck stories, I like a lot of the Man- 
Thing stories, but I’m not sentimental 
about them in the slightest; the stuff 
I’m doing now is generally better. It’s a 
shame that people haven’t known that 
much of it existed, but the 
Ultraverse and Image 
stuff will change that. 
I'm much more con- 
cerned and in- 
terested in the 
work I’m doing 
now!” 


Art: Aaron Lopresti/Gary Martin 


When monsters knock, Xenotech battles who’s there. 


he latest company to enter the 
New Universe Market is Mirage 
Publishing, probably best known 
for those wise-cracking, pizza-eating 
Teenage Mutant Ninja Turtles. This 
summer, Mirage expands their line 
with the Next Universe, three inter- 
related superhero titles, consisting of 
Stupid Heroes, written by Turtles 


creator Peter Laird; Bioneers, by A.C. 
Farley; and Xenotech, written and 
drawn by Michael Dooney. 

For Dooney, who has spent most of 
the last five years working with a 
group of anthropomorphic turtles, 
Xenotech is a chance to do something 
a bit different. “It's a superhero book 
that takes place on Earth,” he says, ex- 


plaining the premise of his new pro- 
ject. “It starts with a benevolent alien 
race called the Tessadi, who have been 
opening interdimensional doorways all 
over the universe as a form of space 
travel. They've been doing it for ages, 
but they discover that these doorways 
have also been reopening without 
warning, and this provides an access 
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All Xenotech Art & Characters: By, Trademark & Copyright 1993 Michael Dooney 


Turtles: Trademark & Copyright 1993 Mirage Studios 


Art: Michael Dooney/Erik Larsen/Colors: Michael Dooney 
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Xenotech’s 
experienced leader 
who’s not of this 


world. 


In a Crossover 
Special, Michael 
Dooney continues the 
story begun in Savage 
Dragon #2 wherein 
the Teenage Mutant 
Ninja Turtles meet 
that big green guy. 


route for less benevolent creatures to 
drop by all the planets the Tessadi vis- 
ited in peace. 

“The aliens try to go back and close 
all these rifts they opened, but find out 
it’s not possible, so instead, they set up 
a network of ‘arming the natives,’ so to 
speak, where they pick a team of 
watchdogs for anything that might 
come through. They arm them with 
high technology equipment as a deter- 
rent force, and that’s where I got the 
name for the book: ‘xeno,’ meaning 
alien or strange, and tech, which is 
short for technology. 

“At first glance, the group looks like 
regular humans, but they have these 
battle suits they can summon up and 
wear. One of the.characters actually 
looks like an alien creature when you 
first see him, but that’s just what his 
suit looks like. He’s probably the most 
visible one.” 


unning through the Xenotech 

roster, Dooney begins with 

Chunk, the character he has just 
mentioned. “Whenever you're putting 
together comics, you tend to think of 
certain archetypes found in a group, 
and you need to have someone who’s 
capable of great strength for rassling 
with the big monsters we need to have 
in comics. 

“Chunk is our big muscle guy. He 
was a police officer before being re- 
cruited by the aliens, and now he’s on 
an extended leave of absence from the 
force. I’m going to play around with 
the fact that he was a cop for years, 
and had to deal with situations on a 
very ‘regulation basis,’ with red tape 
and paperwork. Now, he’s getting off 
on being part of this team. His job is to 
kick butt if necessary, and since the 
group is sanctioned by the different 
world governments, he doesn’t have to 
answer to them if he does the job. 

“Basically, Chunk has the most visi- 
ble non-human battle suit. It’s an exo- 
skeleton that goes over his entire body, 
and although we normally see him in a 
‘rocky’ state, he has the ability to 
change the composition and texture of 
his outer shell. The shape is the same, 
but the skin’s texture will be different; 
from rock to chrome to whatever. 

“In Maelstrom, the crossover book, 
which will be tying these three titles 
together, Chunk’s going to be involved 
in a firefight. He'll be shifting his shell 
to compensate for the heat; maybe 
even changing to that space-age ce- 
ramic they use for the space shuttle. I 
don’t want to make him into one of the 
Metal Men, where he can turn into 
anything, but I want to have a few 
variations on the theme.” 

The leader of Xenotech is Starker 
Helm, a character Dooney originally 
created for Gizmo, another Mirage 
book. “He’s the one group member 
who doesn’t have any sort of battle 


suit. He’s human, but not from Earth, 
and he was the first one chosen to be 
this new group’s leader. 

“We'll find out later that there were 
previous Xenotech teams on Earth, 
some more successful than others, and 
the most recent team before this one 
was inexperienced and badly trained, 
so they didn't last long. The Tessadi 
don't want to make the same mistake 
twice, so this time they started with an 
experienced battle leader, and built the 
team around him." 

Dooney hints that there's much 
more to Starker Helm, but he's in no 
hurry to reveal any secrets. “One of the 
things people will pick up on is that I 
did a short story with him once before, 
in the Gizmo series a few years ago. 
Even then, I had ideas for him which I 
didn't get to do, but now I'm going 
back to them, I have a history in my 
head of where he has been and why 
he's there, which will make it easier 
for me to write the character, and drop 
hints along the way." 


he next Xenotech member is 

Gunner, who Dooney describes 

as the group's glitzy pyro- 
technic. “He has a harness on his back 
that's basically a big chemistry set, and 
he can mix and shoot different 
substances through these gauntlets on 
his arms, hence the name. In the first 
issue, I have him shooting flames and 
stuff, but anything I can think of that's 
appropriate, Pll do. Ive already 
thought about Gunner using things 
like liquid nitrogen, but he could even 
use substances as simple as water, if 
the situation called for it. Some com- 
pounds will be more flamboyant and 
colorful than others." 

Acting as the group's source of ex- 
position is Haywire, a robot who has 
also been involved with other 
Xenotech teams in the past. "He will 
be the reader's insight into the aliens’ 
mysterious aspects,” Dooney explains. 
“He and Starker are not from Earth, so 
he has a lot of experiences from differ- 
ent planets and different dimensions. 

“Pm actually calling Haywire a 
‘symbot,’ and we'll be finding out later 
on that he’s linked to Starker Helm, so 
they have a real rapport between them. 
Haywire has many of the characteris- 
tics of a faithful hunting dog. He’s 
obviously much more intelligent than 
that, but he has a dog’s loyalty. He has 
been with Starker Helm for years, and 
must be constantly reminded that he’s 
a member of a team. That means he has 
to look out for all the team members, 
not just Starker's safety, which is what 
he has been doing for years." 

One of Haywire's responsibilities is 
monitoring where and when a dimen- 
sional rift will reopen. “That's one 
function, but the group also has a 
command center where they can track 
this activity. Their base is in the imagi- 


Her Xenotech suit 
gives her freedom 
to do what she 
longs to do. 


Loyal as a hunting 
dog, the robot 
provides an insight 
to the aliens. 
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Medusa: 


She’s drawn to 
the team by 
agony and a 
homing device. 


More human than he 
looks, he’s the group’s 
strong man. 


Design & Layout: Calvin Lee 
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nary restored 1939 World’s Fair 
grounds, which I’ve brought back for 
this series. If you look at the original 
pictures of the 1939 World's Fair, there 
was a lot of neat architecture there, 
and I always thought it was a great loss 
that they took it all down. I’ve brought 
it all back, and made the fairground 
the base for the Xenotech team and 
corporation.” 


oving on to Pulse, Dooney 
explains how important the 
battle suits are to certain 


group members, and what price they 
must pay for that power. “With Pulse, 
her suit allows her to project force 
fields as weapons, and also allows her 
to fly. In the second issue, we learn 
that she has been a cripple since birth, 
and without the suit, she’s confined to 
a wheelchair. Because Pulse revels in 
the freedom the suit gives her, she’s 
more than happy to be a team member. 

“The suits actually exist in a 
slightly different dimension than our 
own, and the team members simply 
have to call them up, and they appear 
on them. I’m putting a time limit on 
the suits. Pulse would be happy to 
keep the suit on all the time, but it 
starts to have a debilitating effect if 
you wear it for too long. 

“There’s a female character intro- 
duced at the first issue’s end, and that 
situation is exactly what she’s going 
through. She has had her suit on for 
too long, and it’s starting to give her 
headaches and pain, and she doesn’t 
know why. The suit has a homing de- 
vice built into it, and that’s why she 
finds herself drawn to the Xenotech 
Headquarters.” 

That final member is Medusa, and 
as Dooney points out, her membership 
in the group isn’t exactly voluntary. 
“None of these characters were chosen 
because of their warrior abilities,” he 
notes. “They were chosen, and now 
have to be trained, so she'll have to be 
added to the group’s training program. 
None of these people are volunteers, 
and that's something I'll be playing up 
in later issues. 

“Here we have this alien group 
that’s endowing the team members 
with these suits and powers, and while 
it’s a benevolent race, their methods of 
securing these ‘vortex teams,’ as I call 
them, are highly questionable. They 
were looking for people with a specific 
genetic makeup who could wear the 
battle suits, and they’ve even tinkered 
around with their genes to make them 
closer to what’s needed. Unfortunately, 
the aliens never bothered to ask the 
subjects if this was OK.” 


esides Xenotech, Dooney will 
B also be introducing other 
characters, who are more or less 
free agents. “One of them is named 


Harper Bizarre, who I was going to use 
in the Turtles Universe. She was 
originally called Radical, and was a 
mystical, American Indian super- 
hero/Dr. Strange type. 

“In early discussions for these 
books, we thought we might be includ- 
ing the Turtles and the Miragé books as 
part of the Next Universe, but as we 
got further into it, we decided not to, 


.and I decided to reinvent some of 


those characters. I wanted to introduce 
a magical character to play off all this 
high technology, so Harper Bizarre will 
cross paths with the Xenotech team 
from time to time.” 

After the first three issues, Xenotech 
will be crossing over with the other 
two Next books in Maelstrom, a one- 
shot bringing the groups together. “We 
wanted to have interaction between 
the different titles,” says Dooney, “but 
since we all had our own scenarios 
worked out for at least three issues, the 
most obvious thing was to have them 
converge after a three-issue run. 

“Pete’s setting up a chain of events 
in Stupid Heroes that'll culminate in 
this crossover. The backdrop common 
to all three books is a disease called 
Dementia Dominus, which has affected 
certain superhumans on Earth. Some 
of them go crazy from it, and at issue 
#3’s end, there’s going to be an inci- 
dent that calls the Bioneers and 
Xenotech into service to try and stop 
somebody.” 

With all the new titles flooding the 
comics marketplace, Dooney is acutely 
aware of the heroic competition, but he 
believes there are enough differences 
between Xenotech and other team ti- 
tles to make it worth buying. “I know 
it’s impossible to avoid comparisons,” 
he admits, “and when I talk about the 
book myself, I can't help but name- 
drop other things I have in my head. 

“I know there are a zillion other 
books out there, but if you look at them 
closely, many of them are rather ho- 
mogeneous. They all have the same 
grim tone, and that’s something I’ve 
been trying to avoid in Xenotech. The 
‘grim and gritty’ tone doesn’t have any 
weight, unless it’s balanced by a little 
characterization, and a little heart. I’m 
trying to create much more of a Stan 
Lee/Jack Kirby kind of feel; an action- 
adventure, as opposed to a ‘life is 
horrible, why am I here?” feel.” 

Despite the plethora of new uni- 
verses, books and characters all seek- 
ing their own niches, Michael Dooney 
thinks Xenotech will receive the atten- 
tion it deserves. “One of the questions 
I haven’t been asked is what audience 

y book is aimed at, or what audience 
the Next books are being aimed at. 
When I see the kind of stuff we're do- 
ing, | think the reader we're appealing 
to are readers like me. They like good- 
looking comics, but with something to 
them. That's what Xenotech offers.” 


Harper Bizarre: 


A free agent who'll 
meet up with 
Xenotech for a 
magical interlude. 


He’s Xenotech’s 
pyrotechnic 
chemical whiz. 
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John Francis Moore builds the future 
with “X-Men 2099.” 


lmost 100 years from now, who 
A. remember today’s heroes? 

Nearly 100 years from now, 
mutants are an endangered species, 
hovering on the edge of extinction. But 
one man’s dream can pull them back 
from the edge—and the name “X-Men” 
once more becomes a standard to rally 
mutantkind, a battle cry against 
oppression, bigotry and hatred, and a 
family whose bonds are stronger than 
the fury of their enemies. 

As the writer for X-Men 2099, John 
Francis Moore’s task is to reveal the 
next chapter in the saga of Marvel’s 
mutants, by creating the adventures of 
new heroes using a very familiar name. 
“They're basically an outlaw desert 
tribe,” he explains. “They’re a group of 
dropouts from the corporate world of 
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the future, societal discards and all 
kinds of desert lunatics that have come 
together because of one man's vision. 
His name is Xi’an Chi Xan, a former 
outlaw gang member who had a spiri- 
tual epiphany. Basically, he found a 
purpose: He decided to fight against 
the corporate world’s exploitation of 
humanity, and to create a society 
where genetics aren’t just ‘product.’ It’s 
a really nasty place the X-Men live in, 
and Xi'an wants to change it.” 

He adds that the corporations wil 
be more in the background than in 
Marvel’s other 2099 titles; they won't 
be primary antagonists for this group 
of X-Men. “Corporations aren't going 
to be the villains of the book, like 
Alchemax is in Spider-Man or Pixe 
was in Doom [which Moore also 
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writes]. Corporate culture defines what 
the America of 2099 is about. It’s real 
hard to get around that,” he admits. 

Nevertheless, the mutants are giving 
it their best shot, with a powerhouse 
lineup. “Xi'an is the leader,” Moore 
says. “He used to be a member of this 
group called ‘the Lawless,’ but then he 
got a sense of purpose. He’s enigmatic; 
he’s pretty much the Professor X or 
Cable of this team, in terms of his 
focus as the founder, but he’s younger 
than those two characters and more a 
peer of his team. His ‘voice of au- 
thority’ is challenged much more often, 
and he can’t bring them into line. 
Xi'an's left hand is malformed, and can 
disrupt the molecules of whatever it 
touches, so he usually keeps his hand 
covered. 

“Second-in-command is Cerebra, a 
rather emotionless Indian woman who 
can recognize mutants instinctually. 1 
like writing her, because I think there's 
a lot to her that'll be fun to explore. 
Meanstreak is our speedster, and he's 
the technical expert and media pirate 
of the group," Moore says. “He’s also 
the rogue of the group, and I mean that 
in a few ways. He's roguish in terms of 
his attitude and demeanor; for 
example, he has a very black sense 
of humor. 

“Krystalin is sort of a New Age 
*earth mother' to the group," Moore 
says. "She's much more humanitarian. 
in the way she fights, though she can. 
be very combative. She can manifest 
crystalline projections of various sizes 
and shapes, which can be used 
defensively or offensively. 

“Another member of the group is 
Metalhead, who absorbs the properties 
of any metal he touches. He wears 
bands of different metals on his body 
so that he can change into them when 
ne needs to. He’s a musician by trade, 
a syntho-percussionist, and he uses his 
vody in his act to create all these 
different tones. He's probably one of 
the most committed to Xi'an's dream— 
ne follows Xi'an anywhere, while 
someone like Meanstreak won't 
lindly accept everything Xi'an says.” 

The group's youngest member is a 
17-year-old named Serpentina, a run- 
away street kid rescued by Xi'an. "I'm 
hoping she isn't too obnoxious,” 
Moore says lightly. “She has a pliable 
skeleton, which lets her bend and 
compress and do all sorts of things.” 


His last two heroes don’t even start 
out in the X-Men, but join the group as 
the series gets underway. “There’s Tim 
Fitzgerald, who'll be called either 
Skullfire or Screaming Fitz,” he ex- 
plains. “When his mutant powers man- 
ifested, they destroyed the low-level 
corporate fast track he was on. He was 
a mechanic for the Synthia Food Corp., 
but then got powers like Bishop—he 
absorbs ambient energy and redirects 
it, though he has no control over his 
power at all. He has been trying to 
survive on the streets before hooking 
up with the X-Men.” 

Tim will be the team’s focal charac- 
ter, easing the readers into their world 
and learning alongside them as the X- 
Men’s adventures unfold. “He goes 
from being a very insecure character to 
being someone I hope readers keep 
their eye on,” the writer says. “The 
others start looking up to him for his 
strength of character and willpower, 
which I think is the kind of positive 
character development most readers 
like to see. Basically, the first year is 
Tim’s story, the changes he undergoes 
in growing from a frightened kid 
into an X-Man. 

“And last but not least, the final 
member is Bloodhawk, who in his 
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gerald is the readers’ guide into the X-Men 2099 world. They learn what there is to know alongside this newest mutant. 


Xi’an Chi Xan leads 
the new mutant band 
to better their world. 
“It’s a really nasty 
place they live in, 
and Xi'an wants 

to change it,” 

says writer John 
Francis Moore. 
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human form looks like Peter Garrett of 
[music group] Midnight Oil,” Moore 
adds. “He changes into this demonic 
winged creature, a thing of the desert 
who doesn’t have any interest in 
humans or mutants. Bloodhawk 
blames mankind for messing up the 
world by 2099; however, he recognizes 
that some are more to blame than 
others, so he chooses to work with the 
X-Men against the Synge Casino Corp. 
[one of the team's first opponents]." 


he team's first three-part story 
] arc takes place in and around 
Las Vegas, which is now 
controlled by a syndicate of overt 
criminal organizations. One of the top 
crimelords is assassinated and Xi'an is 
implicated in the crime, partially with 
the help of a Judas mutant called 
Junkpile. 
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an's past haunts the ‘group in the form of Junkpile. “His attitude is that people with power get what they want,” Moore says. 


“Junkpile is really their first enemy, 
and he starts out as one of Xi’an’s out- 
law buddies,” Moore notes. “He's a 
mutant whose body has been rebuilt 
with scrap metal—if his arm were 
blown off, he could reassemble sinew 
and skin out of the scrap metal around 
him. Junkpile is incredibly annoyed by 
Xi’an’s messianic posturing, and views 
the world as something to be used and 
discarded. His attitude is that people 
with power get what they want, and 
others get out of the way or get tram- 
pled. So, he has a ‘falling out’ with 
Xi’an early on. 

“Xi’an is accused of murdering 
Noah Synge, the [octogenarian] chair- 
man of the board of the Greater Nevada 
Syndicate, a collection of mobsters 
who control most of the estate. Synge's 
son and daughter, Lytton and 
Desdemona, have their own agendas 
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for taking over, and we see Synge's 
hired muscle, the Ratpack, take on the 
X-Men. 

"Later, we'll meet a group of twisted 
individuals who call themselves the 
Feeder of Pain, decadent people of 
wealth and ease," Moore says. “They 
take pleasure in the pain and suffering 
of others. One of them is Luna, a 
mutant woman who draws strength 
from emotional turbulence—she's sort 
of a psychic vampire. She goes from 
being a pretty feral creature to a 
sophisticated and deadly woman, a 
player on the corporate level as well as 
on the street-level battlefields the X- 
Men handle. 

"There's also a group called The 
Freakshow. They're a tribe of ‘degens,’ 
people genetically altered by science 
and not random mutation. They’re sort 


of a hideous legion of monsters. | 
D 


Despite their power, they can't func- 
tion in society, so they end up living in 
the desert, proving to be both allies 
and enemies of the X-Men." 

Xi'an won't just be the leader of a 
very small organization; he's a popular 
igure, a messianic individual with a 
widespread following in the politically 
divided and socially divisive western 
U.S. “The X-Men are really Xi'an's 
strike force, his elite, but Xi'an is a 
charismatic leader first, a spiritual 
igure in the American Southwest 
who's really speaking to the 
disenfranchised, the homeless, the 
hopeless—all those who dropped out 
or never fit in. Using the West works 
well for this, because it's mythic; it's a 
big place! Obviously, we can have 
different groups exist out here, too. 
Xi'an's group might not be the only 
one to try and claim the name X-Men, 
which is an historical name, after all." 
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Metalhead “is probably one of the most 
committed to Xi’an’s dream.” 


Xi’an builds his popularity by as- 
sembling huge outdoor festival/politi- 
cal rallies that he calls “gatherings.” 
Moore describes them as barbecues for 
a few thousand close friends, with a 
little Woodstock and Fillmore (West 
and East) thrown in for good measure. 
“Everybody comes to them—nomad 
gangs, outlaw groups, everybody,” he 
says. 

But while Xi'an spreads his utopian 
ideals, the rest of the X-Men have 
pláns of their own. “While they're held 
together by Xi'an, they each have their 
own agenda,” Moore admits. 
"Meanstreak, for instance, is a dropout 
from Alchemax and a member of a 
video pirate group called the 
Videogoths. These are extensions of 
ideas I started when I wrote for 
American Flagg!, only now I can carry 
them even further.” 


r ] “Whe new X-Men won't lack for ad- 
venture, as Moore promises this 
group will get into at least as 

much trouble as their contemporary 

counterparts. “They're an activist 
group,” he declares. “They don't wait 
around for things to happen. For 
example, Xi’an starts trying to find out 
what happened to mutantkind in the 


“I see these guys as being inspired by to- 
day’s X-Men instead of being descended 
from them,” the writer notes. 
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Much like Bishop before him, Tim Fitzgerald can absorb and redirect energy, but it cost him his job and his life as he knew it. 


last 100 years, because we establish 
that there was an incident in their past 
called ‘the Great Purge.’ For a number 
of reasons, the mutant population was 
substantially cut. It might have been a 
deliberate genocide, a virus, or just 
that the ‘super-mutations’ of the '80s 
and '90s weren't passed along to the 
next generations, but there was defi- 
nitely a time when things were really 
bad for mutants. 

"They do follow something called 
the Mutant Underground Support 
Engine (MUSE), which was an ‘un- 
derground railroad' for mutants during 
the bad times. On one hand, it'll be an 
exploration of what it is to be a mutant 
in 2099; on the other, we didn't create 
them just to leave them alone. They 
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find that mutants have a heritage, a 
culture—they won't be treated as 
second-class citizens. They're going to 
take the world by storm." 

Taking the world by storm sounds 
especially ironic, since in issue $5, 
some of the X-Men end up in New 
York City for the first 2099 crossover, 
The Fall of the Hammer, heralding the 
return of Thor and the Norse gods. "It 
sounds like a cliché, but the whole 
story does have repercussions in our 
books,” Moore notes. “Meanstreak goes 
to find out what happened to a 
geneticist friend of his at Alchemax, 
and what happens to the Videogoths 
figures prominently in that story." 

Moore says he has no problems 
with this first crossover story, but 


hopes that it doesn't become an ongo- 


ing event. “I don't think crossovers 


should be a yearly thing, because 
they've been overused. It's unfair to 
ask the readers of one book to read lots 
of others just to get the whole story." 
Meanwhile, the future history of 
2099 continues to unfold in new direc- 
tions. Moore is glad that the 2099 
"futureverse" is building its own vi- 
sion, without being shackled to present 
continuity. “For every specific refer- 
ence to something in the past, I'll 
probably give a reference that under- 
mines or contradicts the first one," he 
says. “Because this book is edited by 
Joey Cavalieri and not Bob Harras, 
we're trying to Keep clear of the mod- 
ern X-Men continuity. From a creative 
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standpoint, we're on stronger ground if 
we stand on our own. We don't want. 
to rely on another title's popularity to 
sell ours, There are things I would like 
to use from today’s stories, but they 
would only create problems. That 
doesn't mean we won't see references 
to the past. I’m interested in how 
history is written or events perceived 
in a historical context, as opposed to 
how they really happened.” 

Xi’an draws his inspiration from 
history to assemble this group, but 
Professor Charles Xavier isn’t his only 
role model. “He calls this group of mu- 
tants the X-Men because of the things 
he knows about Xavier and Magnus, 
but in the first issue, he mentions two 
other characters who have never ap- 
peared in X-Men books. My assump- 
tion is that things happened between 
1993 and 2099 that would have equal 
weight with today’s events. I see these 
guys as being inspired by today’s X- 
men instead of being descended from 
them,” Moore says. “They aren't fifth- 
generation X-Men; they’re not Wol- 
verine’s, Cyclops’ or anybody’s kids.” 


oore states flatly that the 
modern X-Men will not make 
my guest appearances in X- 


Men 2099, 

“None of them,” he says. “Not one. 

“I hope X-Men 2099 stands on its 
own, but if it does, it owes a great deal 
to Joey as the editor. He has fought 
hard to make these books their own, 
and not let them be these market- 
driven knockoffs of Marvel’s 
bestselling titles. I think that Spider- 
Man 2099 really broke ground, because 
it wasn’t what people expected, but the 
book is really good. Working with guys 
like that, it should be lots of fun to do 
the crossover.” 
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| “Krystalin is sort of a New Age “earth 


mother,’ ” explains Moore, while 
Meanstreak is “the rogue of the group.” 


Although they're detached 


| geographically, Moore admits there are 


some philosophical and psychological 
connections between his two 2099 
titles. "There is some overlap," he 
says. "Xi'an and Doom share a similar 
kind of megalomania and purpose. But, 
outside of the Hammer storyline in X- 
Men #5, you won't see much crossover 
between X-Men and Doom per se. I 
prefer to use things like a throwaway 
line in Doom #8 that figures real big in 
an X-Men story—it isn't a big deal in 
Doom, but it helps establish that it 
really is the same world." 

Moore definitely agrees that there 
can be too much of a good thing, 
though. *Could there be too many 


WA X-Men books? Yes! No question. But 


regardless of the quality of others' 
work, I prefer to play in my own 
(continued on page 62) 
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T= "re eight feet tall, they're 
smarter than you, stronger than 
you, faster than you, and they're 

very surly so you'd better get along 

with them, because they're the Neo- 
sapiens—the  genetically-perfect 
supermen who rule Future Earth on 

Universal's new animated series, 

Exosquad. s 

Jeff Segal, the show’s creator, is also 
the president and founder of the 

Universal Cartoon Studio, In his plush 


office, he explains the series’ genesis. - 


“Exosquad came about because I’m 
really interested in the concept of ge- 
netic engineering, an interest predating 
Jurassic Park,” he notes. “It began with 
the question of y 
the genetic scie 
that before the decade's end, they'll be 
able to regenerate human limbs and 
eyes. Through genetic manipulation, 
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genetic advances—the elimination o: 
genetic flaws, the ability to enhance: 
intelligence, augmented senses, DNA 
regeneration therapy to extend human | selves 


deliberately imported, the way slave 
labor was imported to the new world, 
to do specific jobs. Because they're so 
evolved, genetically speaking, they're 
better than us in every way. They're 
more intelligent, they have photo- 
graphic memories, they don't require 
sleep and they have absolutely 
infallible senses," Segal explains. 
"Because they're reproduced 
through cloning, you don't have the 
doubt/indecision/element of chance 
that's involved in sexual reproduction. 
You can reproduce with absolute per- 
fection each time, and maybe you 
would manipulate the gene pool for 
some random. variation so that they 
wouldn't look exactly alike. If there's 
an advanced human group that's better 
than us in every way, what if out of 
that group, a charismatic leader arises 
and galvanizes this species and they 
take over?" 


xosquad draws inspiration from 
E the real-life horrors of history. 
^I modeled it after World War 
II," Segal reveals. *Adolph Hitler takes 
over Europe. The underground fights 
against Hitler. The allies fight to 
overthrow this vicious regime, and 
must rally all of their resources to do 
so. l've looked at what could have 
happened if Germany had been 
successful and tried to extrapolate that 
into a future scenario. 
"The Neosapiens take over. Their 
charismatic leader, who believes that 


Lead by Phaeton (in front), the Neosapien 
regime includes (from left to right) 
Praetorius, Livanus, Draconis and Typhon. 
Shiva and Livia are also high-ranking 
members of the order. 


A: 


With a motto of *Who dare, win!" the Exosquad, including (from left to right) Alec, 
Maggie, J.T., Kaz and Marsala, as well as Sean and Nara (not shown), challenges the 


genetic mutant breed of Neosapiens. 


he has the ultimate vision of human 
destiny and he alone can lead us, is 
Phaeton. He's a villain, but he's not 
insane. The protocol is that the 
Neosapiens take Latin and Greek 
names for themselves, to distinguish 
themselves from more conventional 
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human names. "Also, to distinguish 
the characters in the TV series, the 
Neosapiens will all speak with a slight 
British inflection,” he explains. “For 
Americans, a British accent always 
implies intelligence. Historically in 
movies, the professor, the alien, the 
Romans in Ben Hur, all spoke with 
British accents. I think Americans 
admire an elegant British accent. We 
wanted something that made the 
Neosapiens sound automatically 
intelligent.” 

As for the heroes, “The Exosquad is 
a military organization that was 
created, but not intended to fight the 
Neosapiens. Here's a world 200 years 
in the future, where Earth lives in 
relative peace. Man has spread out into 
the solar system and set up mining 
operations on the moons of Jupiter. In 
order to populate these installations, 
before the Neosapiens were perfected, 
they sent out criminals and the dregs 
of society, the way that Australia was 
settled. 

“There's a revolt by reprobates on a 
few of these large mining colonies. 
They take over the moons, become 
pirates and start ravaging Earthbound 
shipping. They organize themselves 
like Samurai clans, with their own 
leaders, logo and flag. Exosquad was 
originally formed to put down this re- 
bellion, and to restore management to 
those industrial operations. 

“At that point, nobody realized that 
there would be a war with the 
Neosapiens, or that the Neosapiens 
would take over. There was friction be- 
tween natural humans and Neosapiens, 
with them wanting rights and humans, 
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All Exosquad Art: Trademark & Copyright 1993 MCA TV 


Typhon is the commander of the Neosapien 
interplanetary forces. He's ruthless and — 
cunning; his name strikes fear into the 
hearts of men. 


being what we are, reluctant to grant 
them equality even though they’re 
superior to us." — i 

If it sounds like Exosquad’s a little 
deeper than most syndicated animated 
fare, it is. “This show is different on a 
number of levels, not the least of 
which is the complexity and level of 
storytelling «involved,” Segal an- 
nounces. “I think we're seeing a ge- 
netic reality- played out, the way 
Steven Spielberg called the ability to 
clone dinosaurs a ‘genetic eventuality.’ 
Manipulation of the human form is 
going to happen, and we play with that 
realistic issue." f i 


S will be app 
don't beli 
e're talking 


about a relatively enlightened, smart 
audience. Mindless action is not 
sufficient. They'll respond to a 
complex story that's fundamentally the 
battle between good and evil. EUR 

a and foremost, I’ve been a ra- 


the show’s depth 
jated “because we 
own to 


bid fan of the SF genre my entire life,” 
Segal notes. “I’ve read all the major 
books, and many of the obscure ones. 
I've always written for this area. Prior 
to coming here as an executive, I was a 
writer/story editor and worked on a 
number of projects, [some] less 
illustrious than others, including Go- 
Bots,” he smiles. “We tried to give that 
show some intelligence, and if you 
look at it now, it’s a lot of fun and not 
stupid. It may not be a classic, but it’s 
not stupid!” : à 
The Florida-born Segal lived as a 


writer in Japan for three years, devel- 


oping a so-far-unproduced live-action 
Ultraman feature and an animated 
Toei project called Cyborg 009. Back in 
the U.S., Segal was a writer and story 
editor at Hanna-Barbera, working on 
the studio’s entire line. He wrote for 
Scooby-Doo, Yogi and The Jetsons. 
While there, he teamed with an- 
other cartoon crusader, Alan Burnett 
(now producer of the animated 
Batman, CS#29). “Alan and I were 


"writing partners for many years. Alan 
did The Smurfs, and I did something 


and whateve 


was a great 


had no animati 


randomly," 


from scratch. 


else. Unfortunately," Segal jokes, “The 
Smurfs won 


me an oppo: 


je Humanitas Award, 
Iwas doing didn't! Alan 


Universal CEO Sid 
| Segal, then Hanna- 
VP, a new job. Segal 


was to be president and founder of 
MCA/Univer: 


Family Entertainment 
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Marsala turned against his upbringing, a 
crime punishable by death, and though thè 
others may not trust him totally, this 
Neosapien is loyal to the Exosquad. 


“This is a guy who’s a little bit tat- 
tered at the edges, and his background 
is not Leave It to Beaver. He has some 
foibles, and hopefully the audience 
will like him because of that. He 


Hardware used by the genetic creations 
bears a resemblance to its operators. 


becomes the squad’s leader, so we 
essentially follow him and his squad 
in the series.” Voice-over veteran 
Robby Benson—already Prince Valiant 
and the Beast in Beauty & the Beast— 
voices Marsh. 

“Sean Napier is a former member of 
the Exosquad who didn’t like being 


Neosapiens are grown, not born. Their creation was for human benefit, but the 


creatures eventually rebelled. 


grin. "Maybe that’ 


off-Earth and wanted to come home. 
He returned disillusioned with life as 
an Exosquad cadet, and became a 
member of the Chicago Police Force,” 
Segal explains. “When the Neosapiens 
take over, he’s on leave, or else he 
would have been rounded up and exe- 
cuted with all the other police. 

“Napier becomes the leader of the 
resistance. He’s very resourceful and 
lives in hiding on Earth, in Old 
Chicago [now known as “Phaeton 
Giy”? 

Not all the heroes are human. 
“Marsala is a Neosapien who left their 
cause. He felt that since Neosapiens 
are evolved humans, we should all live 
in peace. He left to join the Exosquad, 
and he’s in J.T. Marsh’s unit. The 
problem is that all the other members, 
being natural humans, look upon him 
with suspicion. He’s a fish-out-of- 
water, and his point is to show that all 
eosapiens aren't bad.” 

On the other hand, Segal points out, 
“The Neosapiens don’t think of them- 
selves as ‘bad.’ They aren't mariacs. 
Phaeton believes he has a manifest 
destiny, and that they have evolved 
from humans the way we evolved from 


just driven. 

“His vision happens to be o: 
on't like, because he’s sup 
humanity. The Neosapiens 
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Next up for Kane is 
Savage violence 
1990s style—The 
Killing Machine. 


After a hulf-eeutury of drawing Em 
es Gil Kane is still sharp penia 
«lis competitive edge, — — 
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Killing Machine Character & Art: Copyright 1993 Gil Kane. 
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ith a name like Killing 

Machine, you expect violence 

from DC's upcoming mini- 
series. Violence im get. You expect 
savagery, the kind that surges through 
today's bestselling comics. Savagery 
you get. You expect a lava-hot young 
artist, a kid who'll sign with Image 
before his 30th birthday, a whelp who 
worships Todd McFarlane and thinks 
Hal Foster is a character on Herman's 
Head. 


This you don't get. The creator, 


= penciller, writer and inker of Killing 


Machine is a rather refined gentleman 
named Gil Kane, who is older than Jim 
Lee and Rob Liefeld put eee 
Known as one of comics' philosopher 
kings, Kane reveres a classic coterie of 
artists whose influence has faded from 
the industry. He's a passionate reader 
of everything from pulp fiction to so- 


cial history, a man who once drew on 


George Bernard Shaw's: Man and 
Superman for the exploits of a toy 
spin-off comic character called 
Captain Action. 

Kane has brought a rare intelligence 
to comics for some 50 py but there's 
nothing quaint about his work. During 
the late 1960s and early '70s, his action 
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Conan: Copyright 1981 Conan Properties Inc. 
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“The moment I had the concept, I knew I 
had one of the best covers I had done in my 
life," Kane says of Jungle Action #14. 


THE NEW FULLLENGIH ACTION ADVENTURE IN WORDS. AND. 
FIRST IN A SERIES OF DARING ADVENTURES ESAFÚRING 
BLACKMARK"IN THE PRIMITIVE WORLD OL ZWE FUTURE. 
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Blackmark: Copyright 1971 Bantam Books 


A pioneering ancestor to today's graphic 
novel, Kane's Blackmark marked an 
achievement in selling a comics idea to 
a major publisher, Bantam Books. 
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Jurassic Park Art: Gil Kane/George Perez/Trademark & Copyright 1993 Universal Pictures £ Amblin Entertainment 
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Scenes were second in intensity only to 
Jack Kirby's. His explosive work influ- 
enced the next wave of artists like 
Frank Miller and John Byrne, and re- 
fracted through their work to virtually 
every superhero superstar you could 
name. 

Today, Kane is virtually the sole 
Silver Ager still doing vital work, from 
a Legends of the Dark Knight series in 
1992 to this summer's Jurassic Park 
comics adaptation. "John Buscema has 
left the field," Kane notes, adding 
wryly, "I don't see Curt Swan doing 
much anymore." 

Comics, Kane knows, never look 
back. While the veteran artist, now in 
his mid-60s, can deliver an informed 
paean to the virtues of seminal comic- 
strip artists like Alex Raymond and 
Milton Caniff, he can also tell you 
what Malibu's cut was on the Image 
books, And he's damned if he'll settle 
into the easy chair of nostalgia. 

“I worry about having that competi- 
tive edge," he says. *Many of these 
new guys are dynamic as hell. I’m 
working hard, trying to improve my 
design and drawing—not only to be 
competitive, but to move forward." 


Kane's “competitive edge”: Jur- 


Te current projects are testing 
ML assic Park and Killing Machine. 


Kane's dinosaur experience made him a 
choice penciller for Jurassic Park. 


The former, as everyone knows by 
now, is Steven Spielberg’s summer 
blockbuster, which Topps adapted in 
four issues. Kane himself structured 
the comic series, working from the 
screenplay, not the film (none of which 
he saw while laying out or pencilling 
the book). 

Movie adaptations in comics are of- 
ten slapdash affairs, Topps’ own Bram 
Stoker’s Dracula being a recent excep- 
tion. Jurassic Park is also an exception, 
thanks to its creative team: penciller 
Kane, inker George Perez and writer 
Walt Simonson. 

One of the bonuses in getting Kane 
to draw the series, says Topps Comics 
editor Jim Salicrup (CS #30), is that the 
artist is a past master of the dinosaur. 
“To Gil, there’s no difference between 
drawing a dinosaur and drawing a real- 
life animal,” says Salicrup. “He’s ani- 
mating them, in a sense—we can ask 
for a dinosaur from any angle and he 
can do it.” 

Dinosaurs crop up all through 
Kane’s career, and bring out his best. 
“One of the favorite covers I've done 
had the Black Panther holding open 
the jaw of a tyrannosaur,” says Kane, 
referring to Jungle Action #14. “The 
moment I had the concept, I knew I 


had one of the best covers I had done 
in my life.” 

Kane clearly couldn’t resist tackling 
Tyrannosaurus rex and company 


pencils-only job I've done in years,” he 
says. Given his druthers, the artist 


would rather ink his work and write it ^ 


too. 

He'll be doing both for Killing 
Machine, slated for 1994 release. This 
series allows Kane to explore what it 
would be like to be a “superhero” 
who's afraid of his own viciousness. It 
is, to be sure, a shade darker than 
Jurassic Park. 

In the story, Adam Cross is a cyber- 
netically enhanced *human defense 
system" who's more than a simple su- 
per-soldier. “He’s superior to the cul- 
ture in every way, and because of that 
he becomes a victim, not a hero," says 
Kane. “He's part machine, and his 
reflexes make him defend himself 
against any threat. When the 
government sends him on an 
assignment and he sees the result, he 
finds himself revolted by his own 
lethalness. He realizes he's no longer 
human in that regard. He abandons the 


The famous Spider-Man drug issues are 
Kane's, but his name is mostly missing 
from the Marvel history books. 


Savage Art: Copyright 1968 Adventure House Press Inc. 


His Name is...Savage brought a new brand of violence to comics in 1967. 


government, and it pursues him. He 
wants to exist as something other than 
a superhero, and he tries to lose 
himself in menial work. He wants to 
live a peaceful life, but he fails." 

To Kane, the heart of the story is the 
character's attempt to reconcile himself 
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with “a world he never made,” to use 
the jargon. “To me, Frankenstein is a 
superhero story,” Kane declares. “It 
does essentially what I want to do—it 


“I’m working hard,” Kane notes, “trying to 
improve my design and drawing.” 
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1972, 1974, 1975, 1993 Marvel Entertainment Group 


& Art: Trademark & Copyright 1959, 1983, 1991, 1993 DC Comics Inc. 


‘All Green Lantern, Atom, Batman, Superman & Related Characters 


Kane has covered just about every hero on the block, including a certain Kryptonian. 


In the ’70s, the artist created the Star Hawks strip with SF writer Ron Goulart. 


Star Hawks Strip: Copyright 1977 NEA, Inc. 


CINILIZATIONS HAVE A 
TENDENCY TO RISE... 
FALL. 
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puts this fantastic creation in our 
world and forces him to exist in it.” 
Killing Machine will ask: Can society 
withstand the superhuman being? 
“The institutions are afraid of him be- 
cause he threatens their control,” Kane 
says. “But institutions only exist to be 
overthrown,” 

Ideas like these filtered through 
books like Kane and Roy Thomas’ 
Warlock in the early '70s. But superhe- 
roes have changed since then, and 
Kane has kept track. “The thing that’s 
contemporary in superheroes is the 
quality of excess,” he says. “We're li- 
ving through a period of street culture. 
Killing Machine deals with excess, 
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Still on his back today, Green Lantern's 
costume is a Kane design. 


slaughter, bloodletting. It's a product 
of its time.” 

“Killing Machine is a gritty, hard- 
edged book for today’s audience,” says 
series editor Archie Goodwin. “But it 
also has the kind of psychological un- 
derpinnings that Gil has always been 
drawn to. Gil's still at the top of his 
game, and Killing Machine proves it.” 


ltraviolence may be the trend 
| for today's superheroes, but it's 
: nothing new to Kane. In 1967, 
he created a magazine-sized comic 
called His Name Is...Savage! Even 15 
years later, when it was reprinted by 
Fantagraphics, the book's sadistic hero 
made Wolverine look like Aunt May. 
The captions, penned by Goodwin, 
were wince-inducing stuff: We read 
about *Savage pounding and clawing 
the President's face into pulpy, hide- 
ous ruin." The pictures offered no 
relief—in one infamous scene, Savage 
forces a gun into a man's mouth and 
we see the broken teeth fly. If Frank 


Miller and Geof Darrow's Hard Boiled 


had a launching point, this was it. 
"Because of the book's violent na- 
ture, I used a pseudonym, and it's 
about the only time I have," says 
Goodwin. “I was working at Marvel at 


the time, and I didn't want someone 
picking up Savage and then writing to 


Marvel to say, ‘You let the man who 
wrote this awful, violent thing work 
for you?’ ” 

To say Savage was shocking in 1967 
is an understatement. There were no 
Terminators or Judge Dredds then, no 
adult comics; even underground comix 
were a ways off. But the only uproar 
took place behind the scenes: Kane 
says the people behind the Comics 
Code Authority hobbled the book. 

“Tt was a protectionist association,” 
he says. “They didn’t let anyone in, 
and they tried to keep anyone outside 
of the association from publishing 
comics. They called my first printer, 
Sparta, and said I was printing some 
kind of pornography. They scared off 
the second one too.” 

Kane did find a printer, but says 
that the Code enforcers ultimately in- 
terfered with the title’s distribution. 
“We printed 200,000 copies, and only 
20,000 made it to the stands,” Kane 
says. The noble experiment failed, and 
Killing Machine seems like Kane’s be- 
lated revenge. “I don’t know if Killing 
Machine crosses over the line the way 
Savage did,” says Goodwin. “But then, 
the line is much further over than it 

was in 1967. If Savage had been 
published in today’s comics market, it 
would have been a big success.” 

His history of pushing the action 
envelope has prepared Kane for 
today’s market better than most Silver 
Agers. “On a general level, I feel the art 
in comics right now is the best ever 
done,” Kane says. “I feel the everyday 
work you see is infinitely better than 
in the past—the pages are dynamic and 
beautifully designed. On a specific le- 
vel, though, I don't see any one person 
as important and influential as Jack 
Kirby or Alex Toth were in their day— 
except Moebius [the European artist 
also known as Jean Giraud], who has 
very little influence in the U.S.” 

Kane has only caveats, not condem- 
nation, for his heirs to the comic king- 
dom. The first: Don’t bury the story. 
While Kane admits that his explora- 
tions helped popularize the action- 
driven page layout—he shattered the 
traditional square panels into 
triangular shards—he has always put 
the story first. 

“I use dynamic panels, but not on 
every page,” he says. “In today’s books, 
each page is composed to exist on its 
own, not in any continuity with the 
others—it’s a gigantic figure, a big ac- 
tion scene, two or three panels. Artists 
do this because the pages are worth 
more in resale. But the result is that 


Y 


ties with Marvel. 


the story has to fight the drawing for 
space.” 

Warning number two is almed more 
at publishers and editors: “The pub- 
lishers have converted the entire field 
to a single approach, the excessive, 
exciting style that defines the super- 
hero right now. That style is the 
perfect reflection of the late '80s and 
early '90s, but it's eating its own tail. 
There's no variety, no diversity in the 
field. The big publishers aren't intro- 
ducing any new concepts or genres 
that could become popular, like DC 
did in Showcase in the 1950s and '60s, 


The artist produced The Ring of the Nibelung with Roy Thomas at DC, after severing 
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and the alternative publishers don’t 
sell enough books to have an impact. 

“We have to face the big day when 
the superhero begins to falter. If that 
happens, I don’t see how the industry 
as it stands will survive. People are 
going to be tap-dancing on building 
ledges.” 


A Thy is Kane drawing killer 
Wess and dinosaurs rather 
y than a pension? The answer 
vibrates through his career: craft. The 
guy still wants to draw better. 


“My romance with comics has less 
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Kane describes his style as “a contrast and 
harmony between forms.” 


Conan Characters & Art: Trademark & Copyright 1975 Marvel Comics Group 


hen I first started working for 

Marvel, John Romita remarked 
on my style,” says Gil Kane. “That 
surprised me. I thought I had a rather 
generic style.” 

Generic? Even 26 years ago, Kane’s 
gyrating figures and zigzagging designs 
stood out. On close study, his compo- 
sitions reveal what the artist describes 
as “a contrast and harmony between 
forms,” a push-and-pull effect that 
gives the drawing life and also guides 
the reader’s eye around the page. But 
you don’t need a design degree to spot 
many of Kane’s stylistic flourishes, 
which can break through even the 
muddiest inks. Here are just a few: 

The Nostril Shot. “I used to do nos- 
tril shots all the time, with the head 
thrust back. I tried to get a 3-D effect. 
The heads were harder to draw that 
way, so I was testing myself, but it also 
kept me from using a flat shape. All 
the heads and figures were either 
tipped forward or back." 

The Articulated Hands. “That's 
Bridgeman [George Bridgeman, the no- 
ted anatomy teacher Kane constantly 
studies]. I've worked hard at the 
hands, and I’m still not where I would 
like to be with them." (How influential 
are Kane's hands? Check out Spawn's 
sometime.) 

The Flowing Hair. “That’s the lyri- 
cism I’m trying for. The most beautiful 
hair ever drawn was by Lou Fine. His 
hair textures were absolutely 
unbelievable. You could get emotio- 
nally involved with the way he did 
hair.” 

The Swan Dive. “I started this on 
Green Lantern, to get away from char- 
acters who looked like they were run- 
ning through the air rather than flying. 
I wanted the figure to leap out of the 
page, like he was doing a swan dive. 

I was always interested in the look of 
gymnastics, and was quite an athlete 
as a kid.” 


—Darey Sullivan 


to do with the subject matter than with 
the craft of drawing and design,” says 
Kane. “Anyone who really loves com- 
ics will get to do it, because it doesn’t 
require genius, It requires intelligence 
and persistence, which leads you to 
craft.” 

Craft sounds so antiquated today, it 
barely seems to describe the electricity 
of Kane’s work. He began in 1942, just 
16 years old, in the studio of Joe Simon 
and Jack Kirby, the latter of whom 
Kane considers one of comics’ all-time 
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greats. Kane (born Eli Katz) drew from 
a host of classic artists, but was most 
heavily influenced by Kirby’s power- 
house visions and by the more lyrical 
work of artist Lou Fine. His goal, he 
says, “was to combine lyricism or 
grace with power and strength.” 
Despite the early stint with Kirby, 
Kane was known for his rather aesthet- 
ic heroes at first. Picked by editor 
Julius Schwartz to draw the revived 
’40s hero Green Lantern, Kane de- 
signed the ring-bearer’s green-and- 


black costume, a sleek affair with a 
turtleneck-like collar. The classy 
costume clicked, and so did GL 
himself, one of many DC characters 
Kane drew from 1959-1970. 

Long-limbed and lean, his hair 
swirling in an elegant pompadour, Hal 
Jordan was a regular smoothie com- 
pared to the ferocious brawlers that 
Kirby stuffed onto Marvel’s pages. The 
DC hierarchy preferred a quieter style, 
with fisticuffs kept to a tasteful mini- 
mum. In The Green Lantern Archives, 
Kane writes, “How to extend the phy- 
sical action and not raise Julie’s blood 
pressure became my job for the imme- 
diate future.” 

Unfortunately, the inkers cramped 
Kane’s style. “I always felt I had in- 
competent inking at DC,” he remem- 
bers. “What I was doing was being put 
aside by a person who couldn’t draw, 
or one who could draw but was totally 
out of sympathy with my work.” Two 
exceptions were Frank Giacoia and 
Kane himself, who showed what his 
style was really made of on covers he 
self-inked. 

DC’s comics were a bit too gentle for 
Kane, and all that pent-up energy had 
to go somewhere. In 1967, he struck 
out with His Name Is...Savage!, fol- 
lowed by 1970’s Blackmark. Black- 
mark was another breakthrough, a 
graphic novel printed in the size of a 
standard paperback (the comic-book 
trade paperback was still years away). 
As with Savage, Kane concentrated on 
the prose as well as the pictures, add- 


Adam Warlock is a good example of Kane’s 
great study of human anatomy. 
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For a time, Kane was Marvel’s house cover 
artist, creating stunning and exciting visual 
feasts. 


tres ry 


ing lengthier captions in an attempt to 
oost the power of the imagery. Both 
books were radical innovations, relega- 
ted to historical footnotes because they 
just didn’t sell, 

“One thing Gil never gets credit 
or,” says Goodwin, “is that with 
Savage and Blackmark, he pioneered 
the graphic novel in America. With 
Blackmark, he was able to sell an ori- 
ginal comics project to a prestigious 
publisher like Bantam Books. I don’t 
now who else could have done that at 
that time.” When the first installment 
fizzled saleswise, Bantam axed plans 
or a Blackmark series. (Marvel re- 
printed Blackmark in a magazine 
ormat in the 1970s. 

Kane was too busy to dwell on any 
one project's financial failure. By the 
ate 1960s, he was working for DC, 
Tower (T.H.UN.D.E.R. Agents) and 
Marvel. It was at Marvel that Kane's 
style tipped toward his former mentor, 
partly because at Marvel, Kirby's style 
ruled. *I had curbed certain dynamic 
tendencies in my work, and the guy 
who helped me release them was Stan 
Lee,” says Kane. "Stan had a good eye, 
I must admit that. He felt my figures 
had too much of the lyric dancer, that 
they looked like they should be played 
y David Niven or Douglas Fairbanks. 
ack's characters at the time all had 
egs like mastodons, and Stan wanted 
more of that from me." 
Freed—if not pushed—to be as 
Kirby-like as possible, Kane brought a 
boldness to his pages that none but 


Kirby could best. “When I was doing 
Captain Marvel and The Amazing 
Spider-Man, | started to feel an autho- 
rity I never felt at DC," Kane says. 
"When I did my early Captain America 
and Hulk stories [for Tales of Suspense 
and Tales to Astonish, respectively], I 
was still in the DC style. With Captain 
Marvel, I was in my own style." 

And what a style it was. DC had 
frowned on long fight scenes; at 
Marvel, every scene was a fight scene, 
and Kane reveled in them. He pen- 
cilled "just about every strip at one 
time or another, except Fantastic 
Four." He quickly became Marvel's 
house cover artist, doing (by his count) 
nearly 1,000 covers for the company, 
mostly in the 1970s (the recent two- 
volume Photo-Journal Guide to Marvel 
Comics is full of them). Ever the 
craftsman, Kane threw his all into the 
iffiest projects. Some of his most 
memorable work appeared on covers 
for less-than-memorable books like The 
Ringo Kid (Western reprints), Chamber 
of Chills (horror reprints) and 
Astonishing Tales Featuring It! The 
Living Colossus (don't ask). 

"Gil has an excellent sense of 
design; he did some great, dramatic 
covers," says Roy Thomas, Marvel's 
premier editor during that period, who 
collaborated with Kane on numerous 
projects. Adds Goodwin, “His ability 
to compose within a panel and within 
a page is phenomenal." 

"The whole point of composition 
and design is to bring your eye to the 
most important element in the pic- 
ture," Kane says. "Everything else has 
to support what's most important, ei- 
ther by being in harmony or by being 
in contradiction. In a bad design, 
everything is unrelated—it floats free 
and in conflict." 

In the 1970s, Kane found that happy 
medium between Fine and Kirby, and 
his choreographed punches and dy- 
namic stances became industry 
benchmarks. “I wanted to make my 
characters as virile as possible, but also 
graceful," he says. “I tried to get them 
to punch like trapeze artists." While 
Kirby's figures increasingly defied 
human anatomy, Kane relentlessly 
studied the body, its skeletal structure, 
its musculature. He restructured the 
body into taut, nearly geometric 
shapes-—stylized, idealized, perfect. 
His figures were more than powerful, 
they were beautiful. 

No character fits this description 
better than Adam Warlock. Kirby and 
Lee had created him (as “Him”) in 
Fantastic Four, but Thomas and Kane 
remolded him into a long-tressed sun 
god, a combination holy king and 
dream date. Thomas calls him *our 
version of a Jesus Christ superhero." 
Adam Warlock, who became a cult hit 
under Jim Starlin, is now one of 
Marvel's mainstays. 


After a stint in animation, Kane returned to 
comics and worked on Legends of the 
Dark Knight with writer Howard Chaykin. 


ane's artistic restlessness 
Ks to take him in new 
directions. For more than four 
years, he collaborated with SF author 
Ron Goulart on a newspaper strip, Star 
Hawks, and also worked on the daily 
Tarzan strip for awhile. The early 
1980s found Kane back at DC, where 
he feels he hit new peaks on issues of 
Action Comics and Sword of the Atom, 
a revival of the crumb-sized 
crimefighter he had handled in the 
'60s. 
The closest Kane has come to comic 
book retirement was during the mid- 
80s, when, following a move from 
Connecticut to California, he began 
working in animation. He designed 
Characters for shows as diverse as 
Superman, G.I. Joe and Police Acade- 
my, and enjoyed a new prosperity 
toiling for Ruby Spears, Hanna-Barbera 
and Marvel. 
Says Kane now, "The best thing 
about animation is the money—I made 
twice the highest yearly income I had 
made in comic books. The worst thing 
is that you are a picket in a picket 
fence. Once you develop a concept, 
other people carry it on to another 
stage, and nothing ever emerges the 
way you did it. No matter how much 
of a hotshot you think you are, you're a 
rather obscure person in the scheme of 
things." 
With the market's late '80s resur- 
gence, Kane wanted back into comics, 
(continued on page 58) 
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he acclaimed British actor 
Wilfrid Hyde-White, known to 
mainstream moviegoers for My 
Fair Lady and to SF fans as Dr. 
Goodfellow on Buck Rogers, was 
always big on the technique of acting. 
Consequently, the late actor’s off 
spring, actor Alex Hyde-White, feels 
that if there is a Heaven, and his father 
is looking down on his turn as Mr. 
Fantastic Reed Richards in the film 
adaptation of The Fantastic Four, he 
might offer the following bit of advice. 

“He would probably say something 
like, ‘When you act, don't put your 
hands in your pockets,’ ” Hyde-White 
chuckles. “But, just look at this cos- 
tume! Even if.| wanted to put my 
hands in my pockets, there are no 
pockets to put them in." 

Hyde-White has a low-key sense of 
humor, not too far from his father's 
British roots, that finds laughs and € 
self-deprecating moments in the oddest $ 
places. Having just stepped out of a hot 
spacesuit, and a spaceship set where 
the temperature reached 100 degrees or 
more, he announces, “Actors often joke 
that we don't work for a living. But 
we think it's not work, because we're 
crazy." And no, he isn’t finished 


otos: Courtesy Alex Hyde-White 


“We've taken many 
pains to keep the 
characters, and 
especially Reed, true 
to the comic book,” 
Hyde-White says. 
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This comics movie role is really a 
stretch for Alex Hyde-White. 


By MARC SHAPIRO 


having fun at the expense of his 
spandex Fantastic Four outfit. 

“I was very relieved that the cos- 
tume fit. There's an old saying in the 
theater that, whenever you wear leo- 
tards, you have to make sure you don't 
have baggy knees, because that's all 
people will notice. Well, I knew this 
film would work that first day when I 
put on this costume and the knees 
weren't baggy." 

But the actor, turning serious, also 
knew that Reed Richards was more 
than the usual comics role. Familiar 
only with the earlier animated series, 
he took a long look at the comics and 
the character created more than 30 
years ago by Stan Lee and Jack Kirby. 

"Reaching the acting conclusions 
that have to be reached about Reed 
isn't easy,” he explains. “Anybody 
who’s familiar with the complexity of 
the Marvel Universe knows that. 
Playing this character has definitely 
taken a lot of work. Reed easily has the 
deepest character arc, and it’s to the 
credit of the script and the story that 
he has been given a pretty deep way of 
doing things. 1 didn't want to short- 
change him.” 


Art: Jack Kirby 


tic Four Characters: Trademark & Copyright 1993 Marvel Entertainment Group 


Photo: Maureen McTigue 


All Fantastic Four Pho! 


Hyde-White is confident that, 
through the action sequences, the en- 
counters with the sinister Dr, Doom 
and his relationship with the FF’s 
other members, fans will see the Reed 
Richards they’ve known for decades. 

“There are always compromises that 
are made in a production like this 
one,” he concedes, “but we’ve taken 
many pains to keep the characters, and 
especially Reed, true to the comic 


Mr. Fantastic (Alex Hy: e-White) and the 
Human Torch (Jay Underwood) confront 
the evil of Dr. Doom (Joseph Culp). 


book. Reed has his inner struggles, and 
I believe the film makes an interesting 
correlation between his stretching 
powers and his inner conflicts of 
stretching himself too thin in order to 
please everybody. 

“Most of the story in this film is ba- 
sically the set-up. It's only in the film’s 


Flanked by the faces of good and evil, Hyde-White eagerly promotes the film. “What 


it comes down to is the script and the director, both of which are quite good.” 


last third that we actually become The 
Fantastic Four. I truly believe that the 
most challenging moments for us, col- 
lectively, come in the first few mo- 
ments after the transition. You have 
this group of characters going along 
with their lives, and suddenly some- 
thing major happens to them. How the 
actors respond in those first few mo- 
ments after the transition is what 
defines how credible we are as charac- 
ters, and how important the event that 
just happened to them really is. 

“Consequently, for myself, the first 
time Reed stretches was the most im- 
portant and challenging moment in 
this movie. It had to be more important 
than anything else in his life, and I had 
to get that point across to the audience 
5 the scene's impact would have been 
ost." 

The actor is a bit bemused and be- 
fuddled as he attempts to explain the 
special FX secrets of his stretching 
powers. 

“Technically, it's a three-part pro- 
cess. I move my arm in a conventional 
manner, they cut in a hydraulic arm 
that shoots out about six feet, and then 
they add the computer optical thing 
that allows them to do whatever they 
want. I don’t really understand any of 
this stuff, but then it’s all I can do to 
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Before the transitions, Reed (Hyde-White) and Dr. Doom (Culp) are student and 
mentor. Their changes push them to opposing sides. 


keep my address book straight. 

. “Much of it has boiled down to tim- 
ing, and lear&ing what I have to do 
with my real arm that will complement 
the FX. It has been a slow process, but 
T've basically gotten used to it, and I 
believe'the mixture of live shots and 
FX will cut together real well." 


yde-White applauds the casting 
H: The Fantastic Four, which, 
he says, “has brought together a 
nice mixture of newer faces and 
veteran actors who bring a lot of 
experience to this film.” He offers, 
half-joking, half-seriously, that doing 
The Fantastic Four on the cheap and 
under the Roger Corman banner holds 
no embarrassment for him. 
“There isn’t the stigma of doing a 
Concorde film that many people would 


have you believe. I’m certainly not 


cringing at doing a Corman movie. Hell 
no! You’re nobody in Hollywood un- 
less you’ve worked for Roger Corman 
at least twice. I’ve never been one to 
care about the studio or finances. What 
it comes down to is the script and the 
director, both of which, in'this case, 
are quite good.” 

From an actor’s point-of-view, he 
has found several aspects of The 
Fantastic Four particularly fascinating. 

“One of the first scenes we shot was 
the wedding between Reed and Susan. 
That was interesting in that, by shoot- 
ing one of the last scenes first, both 
Rebecca Staab [who plays Susan] and I 
were able to build on the relationship 
and courtship that would ultimately 
end up in this happy ending.” 

He also relates as to how his experi- 


Almost getting his hair burned off was a highlight when heroic Hyde-White fought 


The Phantom of the Opera (Robert Englund). 


Phantom Photo: Copyright 1989 21st Century Film Corp. 
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ng the film with what's really the be- 
gin: yes an opening for sequels. The 
actor has no problem with that: “I would 
love to play Reed Richards again. 


ence “doing big parts in small movies” 
came into play during a major plot 
point involving a lab scene. “Having 
been through this kind of thing before 
lent itself to a sort of unstated leader- 
ship role on my part, which was essen- 
tially the role Reed has in the film. 
According to the script, it was 
important for Johnny and Susan to ap- 
pear to be hanging on every word I 
said. Now, for the character, that was 
appropriate, but the actor in me was 
instinctively wanting them to be indi- 
vidual and strike out on their own. It 
was a strange feeling.” 


lex Hyde-White studied drama 
A: both Georgetown University 

and the Actor’s Center in 
London. He appeared in several stage 
productions, here and abroad, before 
coming to Hollywood in 1978, where 
he became a contract player at 
Universal, the same studio where his 
father (interviewed in STARLOG #47) 
would do Buck Rogers just two years 
later. He guested on such TV shows as 
Hill Street Blues, Quincy and Batilestar 
Galactica (“The Gun on Ice Planet 
Zero”). 

“That was my first Hollywood role. 
That got me started,” he recalls fondly. 
“They would load us up into these or- 
ange crates on wheels and move us 
around in front of a blue screen. What 
viewers would end up seeing was the 
actors inside these state-of-the-art 
fighter aircraft that were added in post- 
production. 


"I learned one important thing on 
that show. When the script indicated 
your dialogue as voice-over, don’t be- 
lieve it. I did, and so when we were 
shooting a scene in which I was flying, 
the camera rolled and I just sat there, 
flying the aircraft and not saying any- 
thing. Suddenly, it got real quiet on the 
set and I heard this voice off-camera 
saying, ‘Kid, you've got some lines,’ ” 
he laughs. 

High in the actor’s memory list is 
his appearance in the pre-credits 
sequence of Indiana Jones and the Last 
Crusade in which, as a younger Henry 
Jones, the only thing required was the 
back of his head. 

“That, and a Scottish accent,” 
chuckles Hyde-White. “It was easily 
the hardest audition that I’ve ever had. 
It was an important sequence, and they 
couldn’t use just anybody, so I had to 
go through two video tests just to see if 
the back of my head was right for the 
part. 

“On the day we shot the scene, they 
had this whole sound thing rigged up. 
River Phoenix would come in, say his 
lines, they would record it and then 
play back Sean Connery’s voice. 
Steven Spielberg didn’t want to use 
Connery’s voice, but he had to protect 
himself. River and I talked it out and, 
when Spielberg called for rehearsal, 
we played the scene and I said the 
line, ‘Junior, count to 20.’ Spielberg 
turned to the soundman and said, ‘Put 
the playback away. He sounds just like 
Sean Connery. Let's shoot it.’ ” 


The actor's memories of working in 
Biggles: Adventures in Time, in which 
he plays a WW1 Sopwith Camel pilot, 
are limited to the fact “that it was my 
first lead in a motion picture” and that 
“it was great working with Peter 
Cushing. 

“We sort of saved the world in that 
movie,” he elaborates. “It wasn’t a 
huge film, but many people seem to 
know about it and, in some circles, it 
has become a bit of a cult classic.” 

The highlight for the actor in The 


Genre credits hold no stigma for Hyde- 
White, who notes, “The fantasy and comic- 
book stuff tends to be a bit more flexible 
than other types of films.” 


HOLE-IN-THE-WALL.GANG 1990 


scene at the end, wh 
my hair burned off. 
drawback when you're working wil 


foreign crew. You don't understand. 
when somebody is yelling, ‘Look out, | 


you're standing too close to the fire.’ " 


Time Trackers, the time-travel tale 
of a cop and evil genius who stumble 


into Medieval England, gave Hyde- 
White the opportunity to serve as fight 
director and “to wear long hair, and 
basically play out the whole Arthurian 
legend." 

The actor is shocked that anybody 
remembers his very small role in 
Captain America II, a TV movie pilot 
(1979) in which Cap (Reb Brown) bat- 
tled the evil Christopher Lee. 

“Get out of here!” he howls. “That 
was such a small part and so long ago, 
I didn’t think anybody would remem- 
ber. I was just this guy walking down 
the streets of Portland, who gets cov- 
ered up with poison snow. It was noth- 
ing, just this funny little bit. But, now 
that I think about it, that was actually 
my first role in a Marvel comic movie. 
I hope it’s considered a growth thing to 
go from a small part in Captain Ameri- 
ca to the lead in The Fantastic Four,” 
he laughs. 


yde-White feels that his long 
Hi: of genre credits has been 

“just the luck of the draw,” but 
he does find great enjoyment in 
playing SF and comics heroes. 

“The fantasy and comic-book stuff 
tends to be a bit more flexible than 
other types of films. In many roles, you 
basically have to conform to a specific 
way a character should be played. But, 
what I've found with things like The 
Fantastic Four is that there’s invariably 
more room as an actor to move and 
improvise, and take the part to places 
even the script doesn’t indicate.” 

In Reed Richards, Hyde-White feels 
he has found that kind of character. 

“Reed’s a real friendly character to 
me. I’ve really enjoyed playing him. 
Normally, it takes me a week of play- 
ing a character to figure out how the 
parts fit. But, for the first time, I felt an 
immediate connection with this char- 
acter on the first day of filming. I felt 
Reed could be a part that’s very close 
to me.” 

The actor has no problem with the 
idea of stretching out as Mr. Fantastic 
in any possible Fantastic Four sequels. 

“I would be happy to play Reed 
Richards again,” “Alex Hyde-White 
states. “In fact, I would be pretty 
pissed off if they asked somebody else 
to play him.” (O 
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Brandon Peterson 
knows 
drawing 
comics is 
the world’s 
greatest job. 


organ Stryker has developed 
an interesting way to relax 
between his Cyberforce 


assignments—he has assembled four 
super-powered mercenaries to take on 
the jobs nobody else will touch. Al- 
though he hasn't given up his day job 
with Cyberforce (CS #29), Stryker is 
also starring in the new monthly 
Codename: Stryke Force, created by 
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By KIM HOWARD JOHNSON 


Marc Silvestri and written in 
collaboration with his brother Eric (the 
same team who developed Cyberforce.) 

The artwork for the ongoing Image 
; is by one of the newest—and 
ising—stars in comics, former 
Uncanny X-Men penciller Brandon 
Peterson, who says he couldn't be 
happier about his new series. 

“Codename: Stryke Force features 
the three-armed Stryker from 
Cyberforce, and four mercenaries that 
he has employed for a variety of covert 
missions—missions that the govern- 
ment can't handle, but doesn’t want 
known,” explains Peterson. 


Art: Brandon Peterson/Marc Silvestri/Colors: Joe Chiodo 


Beginning with The Uncanny X-Men as his 
first regular book, artist Brandon Peterson 
is on the rise and climbing higher. 


All Stryke Force Art: Trademark & Copyright 1993 Top Cow Productions, Inc. 


Photo: Laurie Bradach 


“He’s the 
least human- 
looking, a 
combination 
of a gorilla 
and a steam- 
roller,” 
Peterson 
says of 
Black Anvil. 


“You say your nuclear submarine 
as just been hijacked by terrorists, 
and you don’t want the nations of the 
world knowing about it? Then, you 
call Codename: Stryke Force, pay a 
ealthy amount of money and they'll 
go in and handle the situation. They're 
known in espionage and superhero 
circles, but not to the general public. 
There are many situations where su- 
per-humans would be especially use- 
ul. The Waco incident was a public 
relations disaster that cost lives and 
millions of dollars—what would they 
have paid for somebody who could 
turn invisible or walk through walls? It 
would never even have made the 
evening news, other than 'Some guy in 
Texas was captured today.' There are 
many situations like that, and this is 
where Stryke Force is used." 

The team is led by Stryker, who en- 
countered several other “metahumans 
for hire" while serving as a bodyguard 
in the past. It is Stryker who gathers 
the four metahuman mercenaries, 
Bloodbow, Killrazor, Black Anvil and 
Tempest, for his adventures. "They're 
motivated by profit—they don't mind 
risking their butts on a dangerous mis- 
sion, but they're going to be compen- 
sated," says Peterson. 

"Stryker's team includes Bloodbow, 
a master of projectiles. He has really 
good aim for anything muscle- 
powered. If he throws it or shoots a 
bow, he can lock onto a target with 
deadly accuracy. That's his specialty. 

"Killrazor has the ability to produce 
metal-like protrusions from out of his 
body, but it causes him a lot of pain. 
He could have claws pop out from his 
hands, but they would rip his skin— 
and he doesn't heal!" laughs Peterson, 
making a knowing reference to that 
other claw-handed hero, Wolverine. 
"He's a master of hand-to-hand 
combat, and tends to make razors come 
out of his arms. He also carries swords 
and knives—he's a cut-up! 


Art: Brandon Peterson/Dan Panosian 


Tempest, according to Peterson, "seems to 
be the group's wild card." 


"The strong guy of the group—it's 
almost like you have to follow the su- 
perhero flow chart—is Black Anvil, 
and I think he's the most interesting 
character. He's the least human-look- 
ing, a combination of a gorilla and 
steam-roller. He's super-strong and 
near invulnerable, pretty much the 
team's brute force. 

"Our lone female is Tempest, who 
has various energy-projecting powers; 
she can fly and cause blasts. We 
haven't really discovered the extent of. 
her power yet, and we're going to be 
playing around with that—she seems 
to be the group's wild card. 

"They're a group of mercenaries that 
take on various missions for various 
reasons," says Peterson. *Codename: 
Stryke Force will appeal to fans of 
Marvel's Punisher, and there are also 
elements of X-Men. It's super-powered 
paramilitary action at its finest." 

Black Anvil is not only Peterson's 
favorite character to draw, his person- 


Art: Brandon Peterson/Dan Panosian 


ality also appeals to the artist. “He has 
the neatest attitude—he's the group's 
wiseguy, real flippant. He would push 
someone through a wall head-first and 
say, ‘This is what you need to get 
ahead in real estate.’ He's the nut, the 
most interesting visually, and I think 
kids are going to like him the most. 
Black Anvil is human, he's just a 
genetic mix-up.” 
The Stryke Force members all have 
super-powers, says Peterson, though 
some have additional abilities. "Some 
of them are skilled, but all of them are 
super-human, whether by natural 
means or otherwise," he notes. “Stry- 
ker has obviously been cyber- 
enhanced, but his brain also has the 
ability to handle three arms, so he 
obviously wasn't human when he was 
cybernetically enhanced. Many of the 
facts will come out as time goes on. 
The team is pretty much introduced in 
Image fashion—'Here they are! We're 
explaining as we go, so just keep with 
us, folks!’ " 


eterson, who has committed to 
D il at least 12 issues of 

Codename: Stryke Force, says he 
didn't become involved with the series 
initially—"It became involved with 
me!" he laughs. ^I was working on the 
X-books at Marvel, and one afternoon I 
got a phone call from Marc Silvestri, 
asking about my current status. 

"At the time, Marvel was trying to 
get John Romita Jr. on Uncanny X-Men 
because they had originally promised 
it to him. I got really nervous, because 
as a freelancer, when somebody takes 
you off a book and says, ‘Don’t worry, 
we'll get you more X-work,’ it isn’t the 
same as drawing and getting your pay- 
check every month. I didn't have any 
control over where my career was 
going, and I was left hanging at the 
editor's whim. What could I do? He 
wasn't displeased with my work, but 
he wanted to keep both of us happy. I 
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knew where I stood and 1 was getting 
worried about it, and that’s just when 
Image called.” 

Image’s more open, spontaneous, 
non-bureaucratic aspects greatly 
appealed to Peterson. “More than any- 
thing else, what Image has going for it 
is the fact that every deal you make 
with an Image person is a deal with 
that person—he doesn’t have to answer 
to an editor-in-chief, a president or a 
board of stockholders. At Marvel, I felt 
for [X-Men editor] Bob Harras, because 
I would want a contract or some 
security, and he couldn't give that—it 
would be up to the editor-in-chief, 
who would have to talk to the presi- 
dent, who would have to mull things 
over. Image is just able to offer more. 
They're talking significant increases in 
income and control. lll have an 
opportunity in a year—and I'll 
probably take it—to do my own pro- 
ject," Peterson announces. 

Peterson is a relative newcomer to 
the comics scene, noting that he only 
began reading them when he started 
college five years ago. “At the time, the 
big guys wére Jim [Lee], Todd 


Art: Brandon Peterson/Marc Silvestri 
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[McFarlane], Marc [Silvestri] and Rob 
[Liefeld]," he says. "Marc was at the 
top at that time, and Jim, Rob and 
Todd were all starting to rise. Those 
were the guys who influenced me 
the most while I was developing my 
style. It’s a big thrill for me to be 
working with them." 

The artist explains that he was still 
in college, pursuing a degree in illus- 
tration, when he decided on a career in 
comics. *I was originally interested in 
being a fantasy/science-fiction painter 
for paperback and album covers, butI 
just didn't have the patience. Oil paint- 
ing frustrated the heck out of me, be- 
cause it takes so long to do just one 
painting, and I started thinking about 
doing comics." 

At the beginning of his junior year 
in college, DC editors Andy Helfer and 
Dan Raspler offered him a four-issue 
run on Legion of Super-Heroes #15-18, 
and Peterson spent the semester going 
to classes 40 hours a week, working on 
comics 40 hours a week, and spending 
another 20 hours a week on a part-time 
job (“I wanted to keep it in case the 
comics stuff dried up!") editing the 


tryker runs with a 
Stryke Force, and 
s day job. 


Killrazor is *a master of hand-to-hand 
combat, and tends to make razors come out 
of his arms." 


school paper. “I was burnt out real bad 
by the semester's end!" he laughs. 
"The next semester, I just took on one 
60-page annual, so I could take some 
time on it. And I really enjoyed doing 
Legion Annual $2." 


eterson continued doing 
ps projects, including 

some Star Trek stories for DC, 
enough to keep his hand in the field 
ut not enough to become swamped 
with work. At the beginning of his 
senior year, he got a call from X-editor 
Harras, and after explaining his 
workload and school situation, ended 
up doing pin-ups for the X-annuals. 

Harras called back a few months 
ater, when another artist was running 
ate on X-Factor #72. "He needed me 
to pencil six pages over the weekend, 
and I said, ‘OK, I'll do it.’ I thought it 
was a great opportunity, so I did six 
pages in a weekend and handed them 
over. He said, 'Great! This is 
awesome! So I said, ‘How about 
getting me some more work, Bob?' He 
said, ‘The problem is that I already 
have Jim on X-Men, Whilce [Portacio 
on Uncanny, Marc on Wolverine, Rob 
on X-Force and Larry [Stroman] on X- 
Factor, and they're pretty solid. So, 
really don't need anyone.' " Ironically, 
just a month later, Lee, Portacio, 
Silvestri and Liefeld helped foun 
Image Comics, and their involvement 
with Marvel ended. Harras called 
Peterson with an opportunity. 

*He gave me my choice of books, 
and since X-Men and Uncanny were 
snapped up by John Romita Jr. an 
Andy Kubert, I chose Wolverine, be- 
cause it was a single superhero, and 


8 
E 
H 
3 
£ 
E 
E 
E 
B 
E 
À 


Art; Brando 


wouldn't go nuts drawing hundreds of 
characters. They flew me to New York 
to meet [scripter] Larry Hama just after 
graduation. I was happily sitting in 
Bob Harras’ office, when I noticed the 
Wolverine schedule sheet on the wall 
didn’t have my name on it. I sucked in 
my tongue for a second, until Bob told 
me I was on Uncanny X-Men! They 
wanted me to fill in for three issues 
because John Romita Jr. was taking a 
ittle long on Cable, so I said OK. 

“I came home from New York com- 
pletely freaked out. Those three issues 
turned into six issues, then nine issues, 
and the response was really great. 1 
couldn't believe it—my first regular 
book was Uncanny X-Men! That 
doesn't happen too often! Then the 
mage offer came up. I’ve had a 
meteoric rise!" he laughs. “I have 
absolutely no complaints—I couldn’t 
have chosen“a better career path!” 
Peterson says he has noticed signifi- 
cant differences in attitudes at Marvel 
and Image. “At Marvel, I really felt like 
I was a cog in the machine sometimes. 
Bob was a good editor, and I had no 
problems with him—he really stuck by 
me early on—but they really make it 
clear to you that the characters come 
irst. The company is number one, and 
you are an employee,” he says. “I don’t 
get that at Image. Marc calls me up, 
and we sit there and gab for an hour or 
two about nothing. There’s much more 
camaraderie, and 1 feel like I’m work- 
ing with someone, rather than for 
someone. 

“The Image guys were 
lancers, and they know what worries a 
freelancer. In my opinion, comics is 
the greatest job in the world, but it 
does have its downside—you can’t get 
a house loan or a car loan if you don’t 
have a regular 9-to-5 job, and the Image 
guys know that and work around it. 
Many times I would bring up a point, 
and Marc would already have it ex- 
plained. I told him that he has an an- 
swer to every problem I ever brought 
him, and he said, ‘Yeah, because I was 
in your place a year ago, and I know 


all free- 


Bloodbow is “a 
master of 
projectiles”; 

he hits what he 
aims for. 
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“They're motivated by profit—they don’t mind risking their butts on a dangerous 
mission, but they’re going to be compensated,” Peterson says. 


what you want.’ And that’s the truth, 
because they've been there. They're 
much more willing to compromise 
than Marvel. The Marvel editors may 
want things to go a certain way, but 
many times their hands are tied, be- 
cause they’re working for a company.” 

Peterson says Silvestri solicited his 
input while creating Codename: Stryke 
Force. “He asked me what I wanted to 
do; he always talked to me a little be- 
fore he decided something,” Peterson 
says. “He listened to me quite a bit. I 
really like to know, if I can, what peo- 
ple are saying in a panel, so I can 
design their facial expressions 
correctly. He said he wasn’t used to 
working like that, but it was OK with 


© | him. At Marvel, you might have had an 


Art: Brandon Peterson/Dan Panosian | 


ego to contend with, if a writer had 
been on the book a long time." 


he artist admits that he has an 

l unusual perspective, having 
been reading comics for just five 

years, and working in the field for 
nearly half that time. “I’ve had to 
retrograde a lot. I would find some- 
body I liked, like Arthur Adams, and 
somebody would say, 'He draws like 
Michael Golden.’ I would say, ‘Who?’ 
and go into the back issues and look 
up people. But I’ve met many people 
in the industry, and I do listen. It’s 
great for me to go to cons and listen to 
Dick Giordano or Joe Kubert, though I 
probably don’t hold those guys in the 
awe that another contemporary of 
mine would. I’m much more likely to 
hold Jim [Lee] or Arthur Adams in 
awe,” he admits. “Still, my perspective 
keeps me a little more in touch with 
(continued on page 64) 
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Ore again, Spider-Man’s in an 
amazing battle against evil. And it 
looks like he could use some help in 
spectacular video game combat. 

Here’s what you do: Send one post- 
card only (absolutely no envelopes, 
please) with your carefully printed 
name and address (street/city/zip 
code) to Spidey, c/o COMICS SCENE, 
475 Park Avenue South, 8th Flr, NY, 
NY 10016. Send by regular mail only. 
No overnight mail service or FAXes. 
Neatness counts. Illegible addresses 
will be disqualified. Only one entry 
per person or per address. Any and all 
multiple entries will be discarded. All 
decisions of the judges are final. 

This contest is open to all, except 
employees (and freelancers) associated 
with Acclaim Entertainment, the 
Marvel Entertainment Group and the 
STARLOG GROUP and all of their 
affiliates, subsidiaries, suppliers and 
advertising agencies. No purchase nec- 
essary. Void where prohibited. 

All entries must be received in the 
COMICS SCENE offices no later than 
October 1, 1993. A random postcard 
drawing will then be conducted, with 
prizes sent out as available. Please 
note: No responsibility is assumed for 
any lost, misdirected or late entries 
and any lost, misdirected or damaged- 
in-mail prizes. 

Through the courtesy of Acclaim 
Entertainment, the prizes are: 

Spider-Man 3 game for the Game 
Boy (10). 
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Kane 


(continued from page 43) 


but Marvel was out. “I had differences 
with them,” is all Kane will say. 
(Those differences virtually erased 
Kane’s name from the 1991 book 
Marvel—Five Fabulous Decades of the 
World’s Greatest Comics. Not counting 
captions, Kane is mentioned exactly 
once in the text, and then glancingly. 
Slip-up or snub? Bear in mind that 
Kane drew such landmarks as Spider- 
Man #100, the notorious “drug issues” 
of Spider-Man, the issues when Gwen 
Stacy and the Green Goblin died, the 
renewed Captain Marvel and Warlock, 
some of the bestselling Conan issues, 
the covers for X-Men #94 and Giant- 
Size X-Men #1...) 

Marvel’s loss was DC’s gain. Kane 
and Roy Thomas reteamed on a glo- 
rious four-issue series called The Ring 
of the Nibelung, since collected into a 
trade paperback. The Ring exercised 
both men’s penchant for myth-telling, 
and featured undoubtedly the best 
coloring job ever on Kane's work, cour- 
tesy of his friend Jim Woodring, him- 
self an accomplished independent 
cartoonist. As the '90s progressed, 
Kane has appeared in titles as distinct 
as Monster in My Pocket and a three- 
issue Legends of the Dark Knight series 
written by Howard Chaykin (#24-26). 
Waiting in the wings may be a project 
for Malibu with Steve Grant, which 
Kane is staying mum about for now. 

What keeps Kane current, besides 
his still-striking compositions and the 
poised power of his figures, is his 
desire to be current. “He’s very flexi- 
ble, and doesn’t get into a rut,” says 
Salicrup. “His recent work is in- 
fluenced by what he sees other artists 
doing, such as those at Image. He 
seems more likely to pump up the 
volume, while keeping his 
unmistakable style. 

“The last time we worked together, 
we did some Spider-Man annuals for 
Marvel. At the time, Todd McFarlane’s 
Spider-Man was hot. You would ex- 
pect a veteran artist to say, ‘Well, I'll 
do my Spider-Man.’ But Gil is very 
critical and analytical. He saw what 
was good about Todd’s Spider-Man, 
and his version reflected that.” 

Put it this way: Gil Kane doesn’t 
coast. “It’s hard to realize I’m the age I 
am,” he says. “I feel as driven by ambi- 
tion, as full of the need for expression, 
as I ever have in my life. But age does 
funny things to you—you can feel your 
qualities hemorrhaging away. So, I’m 
working more deliberately, bearing 
down on my work the way I should 
have done 35 years ago. It’s like I’ve 
started a race and I'm beginning to 
notice the engine is faltering. But I 
don’t care. I still intend to finish the 


race.” [c9] 


fiddams Family 
Plaques 


Perfect jor your crypt, 
dungeon or mausoleum! 


One Photo Plaque shows Fester 
“tutoring” the kids and is personally 
signed by actor Christopher Lloyd, who 
plays Fester. 


Available only in a Limited Edition of 
2,500, the plaques are numbered and 
come with a Certificate of Authenticity, 
guaranteeing that Lloyd's signature is 
genuine. 


An 8” x 10” color photo is protected 
by clear plastic and mounted on a 
wooden plaque with black marble finish. 
Below the photo is a nameplate 
featuring a description, limited edition 
number and movie logo. The overall 
size is 15" x 12". 


TM, © & € Paramount Pictures. All Right Reserved. 


Send cash, check or money order to: 
STARLOG PRESS 
475 Park Avenue South 
New York, NY 10016 


fiddams Family Plaques i 
Please indicate quantity of each being ordered. 
To cover postage and handling, add $8 
(Foreign: $16) for one-piece order, and $2 per 
each additional piece on the same order. 
Canadian residents add 10% sales tax. 


l 
— Addams Family Plaque $39.95 l 
___Autographed Fester Plaque $59.95 l 

[ 


Total enclosed: $ 

Method of Payment: 
[A eash O check ( Money Order I 
ic Discover (1 MasterCard Visa aiia GD 


| Card Expiration Date: 
J Your Daytime Phone #: ( ) 


[| Print name as it appears on your card 


| Street 
I 


| ev. State Zip 


| Your signature 
If you don't want to cut out coupon, 
we will accept written orders. 
LL Hesse low 4 to 6 weeks for delivery. 


1093 


The Ymir From 20 Million 


of the Miles to Earth—$89.95 


aithis E 
Warphyri (Figure) 
From Necroscope 
$179.95 


TM & © 1985 Columbia Pictures Industries, Inc. 


Darkness 
From Legend 
$89.95 


Shaithis of the 
Wamphyri (Bust) 

From Necroscope—$69.95 
TM & BO 1992 Brian Lumley 


TM & BO 1992 Brian Lumley 


1M & © 1991 Carolco Pictures 


| 


if From Terminat 
d coment Day—$89.95 


for 2: 


2: 
ih Connor From T. 
1-800 From Termina i SJudgment Day $9995 


Judgment Day: 9.9 


‘Send Cash, Check or CLASSIC PLASTIC 7-77 Darkness $85.95] 


I money order to: d .... Darkman $89.95 
i STARLOG PRESS MODEL KITS Ymir $89.85 ! 
475 Park Ave. South| T-800 $89.95 
| New York, NY 10016 3 1 T-1000 $89.95 
Please indicate quantity] (Account No] — 7 7 777 —— Sarah Connor 
of each item being) Card Expiration Date: j (Mo. / Yr.) $89.95 


I ue d Your Daytime Phone 
I Handling, add $5 per| !! you don't want to cut out coupon, we will accept i Prin Y 

| | Wt. Foreign orders: To| ten orders. Please allow 4 to 6 weeks for delivery. Shaithis (figure) 
E cost of airmail $179.95 


_——— Shaithis (bust) 
$69.95 


delivery, please add 35%| Total enclosed: $ 
(multiply “Total” by .35| 

and add this amount to 
otal.") Canadian 

^ residents add 
0% sales tax. 


Print name as it appears on your card 


199 cas 4 


All figures stand approximately 12" tall, 
except the Staithis Figure, which is 14", 
and the Staithis Bust, Which is 7". 
Figures are unpainted, but come with 
painting instructions. 


State 


les 
¡2 


Studios 


TM & © 1986 Universal Cit 


1990 Universal City Studios 


also available... 
MONSTER MODEL MADNESS! 1/6 scale Freddy Krueger® 


Collect and display your favorite horror characters with these 
exciting new vinyl model figure kits from Screamin’! The 
Jason™ and Freddy® kits are officially licensed and boast 
superb detailing and a stunning likeness to the character. 
Each is 1/6 scale, standing approximately 12” tall. They're 
easy to assemble, virtually seamless and come with illustrated 
instructions, as well as full color packaging. Start your collec- 
tion today and keep watching. . . Pinhead is coming soon! 


Manufactured in Japan by Kaiyodo. 


SCREAMIN’ VINYL MODEL KITS 


Send cash, check or money order to: 

STARLOG PRESS, 475 Park Ave. South, New York, NY 10016 
Please indicate quantity of each item being ordered. U.S. Orders add $5.00 
per kit to cover shipping and handlitig’- Canadian orders add $15.00 per kit - 
all other foreign orders add $30.00 per kit. 

N.Y.S. customers please add appropriate sales tax. 


Method of Payment: (Cash C Check C Money Order 


C Amer. Express Visa C MasterCard C Discover 105 - 
105 - FREDDY KRUEGER” ong VINYL MODEL KITS 
ive 1992 New Line Productions I; Send cash, check or money order to: 
ights Reserved, s Inc. STARLOG PRESS, 475 Park Ave. South, New York, NY 10016 


Account Number 
Please indicate quantity of each item being ordered. U. 


orders add $30.00 per kit - all other foreign orders add $30 


Card Expiration Date Your Daytime Phone # Method of Payment: 


B 0 RA Check (Money Order C American Express (O Visa C MasterCard C Discover 
Name 
int Number 


Street 


5 z : LE - i; È COMING SOON: 


$29.95 TM 592.9 / iade i 1/6 scale 
— — Freddy? $29. — Jason 95 F: ás y E 
j | Pinhead Cenobite 


If you don't want to cut out coupon, we will accept written orders or 
photocopies. Please allow 2-4 weeks for delivery. 


Card Expiration Date 


Name 


City 


Your Signature 


— Red Dragon $67.95 

— Rocketeer $59.95 

— Mutant $59.95 

— Darth Vader $64.95 

— Yoda $59.95 

— Man Solo $64.95 

— C-3P0 $64.95 

— Stormtrooper (not pictured) 964.95 


"t want to cut out coupon, we 
itten orders or photocopies. 


CUASSIFIE 


DEADLINE: For CS #40, in our office by October 1, 1993. 
For #41, in our office by December 1. Absolutely no ads 
can be accepted for an issue after that issue’s deadline has 
passed. 

BASIC RATE: $15 per line. Limit: 48 characters per line. 
Minimum: three lines. Punctuation, symbols and spaces 
count as characters. Small display ads: $120 per column 
inch. (Camera-ready only!) 

HEADLINE: First line only—Word(s) of your choice 
(underline them) will be printed in BOLD CAPS. 
PAYMENT: Cash, check or money order must accompany 
ad. Checks payable to Starlog Communications Int. 

MAIL TO: COMICS SCENE Classified, 475 Park Avenue 
South, 8th Flr, New York, NY 10016 

READERS: Beware! COMICS SCENE is not liable or 
responsible for any product or service printed in this sec- 
tion. And when ordering from anyone, be sure to print 
your name & full address very carefully. 


1,000,000 VIDEOMOVIES / SOUND- 
TRACKS! SF & Horror/B's/Cult. Video 
catalog: $1. Soundtracks: $1. Posters: 
$1. RTS/CS38, PO Box 93897, Las 
Vegas, NV 89193 

WILL JIP PSYCHIC SURVIVE 
HYPERSPACE? Will John Prometheus 
& Sgt. Vaportrail defeat the Killer 
Trucks from the Crab Nebula? Find out 
in Audio Comix #19, $11.50 ppd. from 
Flamco, PO Box 20334, Greeley Sq. 
Sta., NY, NY 10001-9992 

GIANT 50 PAGE ILLUSTRATED 
ACTION FIGURE AND TOY 
CATALOG CONTAINING: Star Wars 
figures, Batman, DC Comic & Marvel 
figures, Robocop, T2 & over 110 more 
lines. Send $3.00 to: Figures PO Box 
19482CS Johnston RI 02919. 


DRAW SUPERCHARACTERS 


So! 

(ÍI) HREE BOOKS CONTAINING OVER 600 INSTRUC- 
TIVE ILLUSTRATIONS TEACH YOU HOW TO DRAW, 
PEAR. BOOK I, BOOK II AND SUPERMONSTERS ARE $4.95 
q EACH. TWO BOOKS $8.95, COMPLETE SET $13.25. 
LEARN OR YOUR MONEY BACK. SEND CHECK ORI 
mo. TO: E, PHELPS COMPANY 

P.O. BOX 22401- CE 


CLEVELAND, OHIO 44122 


THE NEW YORK ACADEMY OF 
COMIC BOOK ART Introducing the 
only school in the world that offers 
full-time, college level art courses in: 
Pencilling & Inking Comics, Painting 
Graphic Novels, Anatomy, and much 
more! Industry professionals as in- 
structors! For more info: Call or write 
(212) 245-3624, 410 West 47th Street, 
New York, NY 10036 


ZLALL LLL! 


FREE CATALOG * FREE OFFERS II! 


SCRIPT CITY 
MOVIE & TY SCRIPTS 
THOUSANDS OF TITLES! 
213-871-0707 
8033 SUNSET BLVD. , HOLLYWOOD, CA 90046 
MOVIE POSTER SHOP Catalogue $3. 
Dept ^H," #9, 3600 21 St. N.E. Calgary, 
Alta., T2E 6V6, Canada, 1-403-250- 

7588. 

ORIGINAL MOVIE POSTERS! 30,000 
star photos two volume catalog. 3000 
illustrations $3.00 Poster Gallery, Box 
2745-CS, Ann Arbor, MI 48106 313- 
665-3151 


X-Men 


(continued from page 31) 


backyard. It's much more satisfying to 
run with the ball and not be stopped 
by someone else. I feel very proprietary 
toward my characters. For example, 
Doom #9 is a fill-in, but Doom is my 
character. I really don’t like seeing 
other folks work with my guy, after all 
the work I’ve put into him.” 

Of course, Moore admits that the 
nascent X-Men owe a large debt to the 
visual style and dynamics of artists 
Ron Lim and Adam Kubert. “They're 
great!” he exclaims. “Ron’s one of the 
most prolific and enthusiastic artists 
I've ever worked with. I can't believe 
what he has done already, and it's em- 
inently easy to write for him. And 
Adam's inking is a great match for 


ANT? NO. NO. T 
DON'T KNOW WHAT. 
YOU'RE TALKING 

ABOUT. 


7) 


^ BROTHER FITZ. 
an 


to work with Jim Lee and Curt Swan 
was fantastic.” 

Moore's writing career got onto a 
faster track when he collaborated with 
Chaykin on several scripts for TV’s 
Flash. “Howard has been my writing 
partner for most of my screen work,” 
he says. “Writing for The Flash was an 
incredible experience, and incredibly 
rewarding—the show’s cast and crew 
were topnotch. I thought it was a real 
gas to have an office on the Warner 
Bros. lot. We got to do more on that 
show than anyone thought we could, 
and did great things with the quality of 
scripts and the actual productions. As 
happens a lot of the time, the show 
was this really expensive, quirky thing 
that was scheduled against the tough- 
est competition on TV: Cosby. The 
Simpsons. And Beverly Hills 90210 
premiered that year, on that night. 


Serpentina was pulled off the streets by Xi'an. Her pliable skeleton allows her to twist 


and turn, much like her namesake. 


Ron’s pencils. Overall, I have to admit 
that I’m pretty happy with all the stuff 
I've seen. It's funny, though; Ron only 
lives about an hour-and-a-half away, 
and we keep meaning to get together 
and talk about some books, but our 
schedules never match up. Life is 
funny that way." 


ife has inly thrown Moore 
| some interesting curves. Begin- 

ning as an art assistant to 
Howard Chaykin on The Shadow and 
Times 2, he moved on to become the 
artist on American Flagg! and ended 
up writing it, too. “I did that book for a 
year,” he says. “It’s funny, and very 
frustrating, that the first thing I wrote 
for Marvel had a bigger audience than 
all the Flagg! I wrote. Of course, Flagg! 
is a lot different in tone; it’s a funnier 
book than the ones I'm doing now. 

“I did some art for backup features, 
then did Superboy at DC for a year. It 
tied into the TV show and had no con- 
nection to the DC Universe, so I got to 
do my Bizarro and pseudo-Legion sto- 
ries without wrecking DC continuity. 
And 1 didn't have to tie it in with three 
Superman books, either. Plus, getting 


Who can fight that? If we had made the 
show a few years ago, we might've 
been renewed, but it wasn't in the 
cards. I'm surprised we lasted a whole 
year; we sure weren't in the lead on 
that race." 

From there, Moore went on to write 
a few episodes of The Human Target, 
Palace Guard (which never aired) and 
an Iron Wolf book with Chaykin. His 
future projects include a Prestige 
format Superman book called Under a 
Yellow Sun, and an episode of Viper, a 
new NBC show teaming him once 
more with Danny Bilson and Paul 
DeMeo, producers of The Flash and 
Human Target. 

As for his current effort, he hopes 
that the readers pick up X-Men 2099 
for its own sake. “I hope people like 
the book," John Francis Moore notes, 
"so that if they pay their $1.95 for that 
first foil-embossed cardstock issue, 
they get their money's worth, and it's 
not just an investment buy. Most of all, 
I hope they read the stuff. Investing is 
fine, if you want to have a hobby, but I 
wish we sold a million copies because 
a million people wanted to read 
them." 


l'STARLOG PRESS 
1475 Park Avenue South 


New York, NY 10016 


____ Superman, Vol. 1 
$19.95 

. . Superman, Vol. 2 
$19.95 

. . Pvt. Snafu, Vol. 1 
$29.95 

_ Pvt. Snafu, Vol. 2 
$29.95 


. . Bosko, Vol. 1 $29. 
— Bosko, Vol. 2 $29. 


Blanc. 62 minutes. Vol. 1 $29.95 


Also available, 
but not shown: 


SUPERMAN 


A two-volume set, presented in chrono- 
logical order! All 17 classic cartoons in 


the 19405 series, transferred from 


available master copies of 35mm prints 


and negatives—providing pictorial 


quality never before available. "Letter- 


boxed," so that you see the entire 
as the filmmakers intended, witho 
usual 12% loss due to “overscan.” 

$19.95, Vol. 2 $19.95. 


CALLING 
ALL 


Complete & 
Uncensored! 

PVT. SNAFU | 

Rare films animated by the | 
great Warner Bros. directors 
during World War II for the 
Armed Forces. Voiced by Mel 


Golden Anniverary 
Edition 


The Complete Collection! 


[^ A. 
'OONS FROM WORLD WAR 11 J 


Comecon = 


The first cartoon star 
from Warner Bros. 


best- 


image 
ut the 
Vol. 1 


1 


& 
ERAY 


TOM & JERRY 
Contains many 
rare items not 

seen in 60 years, 


BOSKO 


PVT. SNAFU, Contains the pilot m Ey 
Vol. 2 $29 95 cartoon, "Bosko, the " UE 
5 o $ ien Clock," a part live- 

BOSKO. Vol. 2 Talk-Ink Kid" and N action cart 
, s others. 66 minutes. CUODISOIEDON 
$29.95 Vol. 1 $29.95 70 minutes. 
$29.95. 

| oa a AS == E 
money order payable > = - l 
to STARLOG PRESS | Taccoun=No) ^ > a S l 
CARTOON CLASSICS ON VIDEO! | card Expiration pate: / (Mo. / Yr.) a 
Please indicate quantity of each video bein T 
ordered and add $2.50 for UPS shipment in USA only. Your Daytime Phone s: (UNE 
(Foreign Postage: Canada, $4; Overseas, $8) | 
Canadian residents add 10% sales tax. Total enclosed: $ l 
Method of Payment: l 
¡Cash Check Al Print name as it appears on your card l 
D] visa Q Discover = : 
{4 Money Order — Street I 
( Mastercard l 
IF YOU DO NOT WANT TO CUT i i 
95 OUT COUPON, WE WILL ACCEPT au sa do l 
WRITTEN ORDERS. Please [ 
95 allow 4 to 6 weeks for 

delivery. Your signature l 


Tom & Jerry $29.95 
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INVESTIGATE 
DEEP SPACE NINE" 


At the 
furthest 
reaches of 
space, 
there's a 
new 
frontier for 
adventure: 


Now, 
here’s your } 
chance to 
collect the 
full-color, 
licensed 
magazines 


from or 
STARLOG PRESS that 


#1 Gold cover! Interviews: Co- 
creator/executive producer Rick 
Berman, makeup wizard Michael 
Westmore, pilot director David 
Carson. " may synopsis. Plus: 
Poupon (Colm Meaney, Brooks, 
El Fadil, the cast). $10. 


#2 Interviews; Avery Brooks, Nana 
Visitor, Terry Farrell, Armin 
Shimerman; Siddig El Fadil, _. 
roducer/writer Peter Allan Fields. 
lus: Four posters (Farrell, Rene 
Auberjonois, Visitor, Shimerman). $7. 


#3 Interviews: Co-creator/executive 
producer Michael Piller, production 
gengnen Herman Zimmerman, 
prolitic director Paul ipin Episode 
synopses from “Past Pr 

"Q-Less." $7. 


34 All-synopsis issue, completing 
DS9's first season, from "Dax" to "In 
the Hands of the Prophets." $7. 


Available while supplies last!! 
Send cash, check or money 
order payable to: 
STARLOG PRESS 
475 Park Avenue South, 8th Flr. 
New York, NY 10016 
s $10 (142 $7 143 $7 (144 $7 

Method of Payment: 

Q Check à Money Order c 
à Cash U MasterCard 
Q Visa L1 Discover 


ologue" to 


CoNo 
ard Expiration Date: (Mo./Yr.) 


Add postage & handling charges. 
First magazine: $2. Up to 5: $3. 6 or more: $5, 
(Foreign: $4 per magazine) 


Print Name as it appears on your card 
Street 


tate ity ip 


Your Signature 1101 


Don't want to cut out coupon? We accept written 
orders. Please allow 4 to 6 weeks for delivery. 


Star Trek: Deep Space Nine: TM, 0 & © 1993 
Paramount Pictures Corporation. All Rights 
Reserved. 


Dr. Mirage 


(continued from page 50) 


even though he hasn't learned to use 
it. The first few issues will be tricky— 
he's not going to be able to bring about 
world peace, or do even half of what 
Solar can do. He's going to be testing 
his new powers.” 


hang praises Layton and editor 
( Mark Moretti for all of their 

help. “Whenever I got a new 
plot, Bob and I would go over it. We 
would do a complete read-through, 
and he would actually act out scenes 
for me, which gives me a better vision 
of what he had intended,” Chang 
explains. “I like to lay out the whole 
book first, and 1 go over it afterward 
with Mark. We go through them page 
by page, and he’ll give me tips on how 
to tell the story better. I'll say, ‘Hey, 
Coach, check this out.’ They always 
have a minute for me, and for ev- 
eryone—that's what makes Valiant a 
really good company.” 
The artist is so happy working with 
Valiant that he recently signed an ex- 
clusive three-year contract. “It’s a big 
step, and I don’t think there are many 
people doing that nowadays in the 
comics industry,” he says. “They figure 
if they sign an exclusive contract, they 
might get a better offer with another 
company making more money. But for 
me, personally, I have to believe in the 
people I work for to put out my best 
effort. I really believe in Valiant and 
what they bring into the comic book 
industry. They're trying to bring fun 
back into comics, with good stories 
and realistic characters. 

“To make an exclusive commitment 
for three years, especially considering 
how fast the market is moving nowa- 
days for creators, has to entail a great 
sense of trust, and I get that from the 
guys at Valiant. Everyone on the cre- 
ative team knows everyone on the 
business team, and on production—it's 
like a big family over there. I wouldn't 
have been able to get the response I 
have now had I gone to another com- 
pany.” 

Bernard Chang would like to spend 
at least the first year of his contract 
drawing Dr. Mirage, to give it a sense 
of continuity. He’s quite grateful to 
have the opportunity to premiere the 
new title. “It’s the beginning of my 
career, and it could go either way 
now,” he says. “Many people who 
have been in the industry a long time 
have never gotten to do a ‘name’ 
project. Dr. Mirage is a ‘name’ project, 
with a lot of publicity, and I feel very 
fortunate that Valiant has given me the 
chance to prove myself at such an 
early stage of my career. Few people 
get a chance like this one—it’s once in 
a lifetime.” 


Peterson 
(continued from page 55) 


the fans, because many fans weren’t 
reading comic books five years ago. It 
keeps me aware of their interests, be- 
cause I don’t have much history to 
contend with!” 

Peterson is keeping up with current 
fan-favorite companies with his pen- 
cils on Deathmate Black, but he notes 
the Image/Valiant crossover was more 
complicated than some of his other 
comics work. 

“It was a little frustrating,” he ad- 
mits. “I did the first six pages, and 
then four pages later on. In the first six 
pages, they introduced many of these 
characters, so I got to take first crack at 
them—I got to design X-O Manowar’s 
armor. The writer and I were going 
crazy, because we would get a plot and 
I would lay out some pages, and 
Valiant would throw down the flag— 
"Oh, you can’t have Turok doing that!’ 
Valiant got very finicky, because they 
don’t own Turok, Solar and Magnus— 
they license them from another com- 
pany [Western Publishing]. So, we 
made Turok a bit player, and used X-O 
Manowar more. Image is looser and 
more laidback, while Valiant is very 
structured. I’m not saying that it’s bad, 
but it’s hard to work with that when 
you're used to going your own way! 
For the most part, it was a good experi- 
ence, and I think the fans will like it a 
lot.” 

Peterson also encourages fans who 
hope to follow in his footsteps, though 
he emphasizes that desire can some- 
times be as important as ability. 

“I was persistent as hell,” he ex- 
plains to people who hope to break 
into comics. “I tell people just to keep 
working at-it. Every month I would 
send out a new five-page submission to 
every editor I knew—30 packages a 
month, and maybe get a response from 
six of them, And, when I saw them in 
person, I was even more annoying— 
but polite—because there was no way 
they were not going to look at my 
work. It’s persistence, it all depends on 
how bad you want it!” 

For Peterson, the hard work paid 
off. After graduating from college to a 
job pencilling Uncanny X-Men, and 
drawing Codename: Stryke Force for 
Image less than two years later, 
Brandon Peterson seems almost embar- 
rassed at his success. 

“The future can’t get any better, un- 
less Stan Lee comes and hands me the 
keys to Marvel,” he jokes. “I can’t 
complain. I’m doing great, getting a 
good fan base going, and people seem 
enthusiastic about my work. I enjoy 
what I’m doing now, and in another 
year or so I'll be doing my own series. 
Sometimes I wish I had some horror 
stories to tell.” CS 
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PLAQUES & COINS 


NOTICE TO COLLECTORS: 

In anticipation of the STAR WARS' 20th 
Anniversary in 1997, STAR WARS Collectibles 
have already started to increase in value. 
Dealers expect prices will continue to climb! 


15th ANNIVERSARY COIN 


Fully 
Guaranteed 


Minted especially 

for the Trilogy's 

15th Anniversary, 

this silver coin is a 

permanent keepsake. : 
omes individually packed 

in a handsome case. Each coi 


Troy ounce pure silver! 1 1/: jameter. $39.95 


© & TM 1992 Lucasfilm, Ltd. All Rights Reserved. 
Used Under Authorization. 


2 STAR WARS 


Technical Journal 
of the Planet Tatooine 


First in a Series. Collect Them All! 
8-Page Fold-Out Blueprints * Color throughout! 
Production Artwork Design Sketches * 100 pages! 


Cantina Creatures, Robots, Jawas, Sand Crawlers, Tusken Raiders, Jabba's Palace & Barge, 
Luke's Landspeeder, Lars’ Landspeeder, Jedi Lightsaber, Family Sky-Hopper, Millennium 
alcon, Mos Eisley Spaceport, Moisture Vaporators—and more! 


Available in two editions. 


Regular Edition $6.95 
Deluxe Collectors Edition $9.95 
FANTASTIC HOLOGRAPHIC FOIL & COLORED FOIL COVER 
Not available on newsstands! 


i STAR WARS” 


] The Official Technical Journal of 
the Planet Tatooine 
Total Enclosed: $ — 
Card Expiration Date: / (Mo. / Yr.) 
Your Daytime Phone #:(__) 


Send cash, check 

or money order to: l 
STARLOG PRESS 

475 Park Ave So 

NY, NY 10016 


Indicate quantity of l 
each being ordered. — | 


— Regular Edition | 


Deluxe Edition | 
$9.95 l 


To cover postage 
and handling, please | 
add $2 (Foreign: $4). 
Canadian residents add 
10% sales tax. 

Method of Payment: — | 


Ocash 
(Check E) 


City State Zip 


Your signature 1113 


leis ode FS 
Discover FS 
If you don't want to cut out coupon, we will accept written | [ 

orders. Please allow 4 to 8 weeks for delivery: Mastercard SD 


A ee ee B 


WARS 
PLAGUES 


STAR WARS Photo 
Plaques will make a 
handsome addition 
to your bedroom, 
den or TV room. An 
8" x 10" color 
ortrait, protected 
y clear plastic, is 
mounted on a 12" x 
15" wood plaque 
which has been 
iven a black marble 
inish. A nameplate 
carries the names of 
the character and 
the actor who 
portrays him. These 
numbered plaques 
are available in 
a Limited Edition of 
only 1,000. 


Mark Hamill Plaque 
Personally autographed by 
the actor who portrays Luke 
Skywalker. Comes with a 
certificate of authenticity, 
guaranteeing that the 
signature is genuine. $89.95 


C3PO/R2D2 Plaque 
The beloved robots in all their 
metallic brilliance! $69.95 


ure m et STAR WARS 
PLAQUES & COINS 


New York, NY 10016-1689 
cA ZEE Total enclosed: $ 


Please check the plaques being ordered and add postage 
and handling charges, POSTAGE & HANDLING: 1st 
Plaque: $8 (Foreign: $16). For each additional plaque, add 
$2. Coin: $5 (Foreign: $8), Canadian residents add 10% 
sales tax. 


Hamill Plaque $89.95 
C3PO/R2D2 Plaque $69.95 


Print name as it appears on your card 


Silver Coin $39.95 Street 
Method of Payment: Cash (21 Check [1 Money Order 
TO Discover D MasterCard Q Visa City State Zip 
| Account No. Your signature 1065 
J Card Expiration Date: í (Mo, / Yr) If you don't to cut out coupon, we will accept written orders. 


Your Daytime Phone 4: Please allow 4 to 6 weeks for delivery. I 
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Exosquad 


(continued from page 35) 


codified Neosapien principles into a 
quasi-dogma, almost like a religion. 
She has romanticized their mission.” 
When the Neosapiens take over, the 
Exosquad units off combatting the pi- 
rates are closed out, with most of their 
fleet destroyed. “The Exosquad is a 
mere shadow of what it once was,” 
Segal notes. “It’s really the only 
military-type force capable of 
presenting a challenge to the 
Neosapiens. What is it like under 
Neosapien occupation? Phaeton has a 
governor general appointed on Earth, 
Venus and Mars to rule each of these 
planets and control the humans.” 
As for the space pirates, they'll be 
part of the background, constantly 
shifting loyalties. Sometimes the pi- 
rates will be allied with the Exosquad 
against the Neosapiens, and occasion- 
ally with the Neosapiens against the 
Exosquad. 


S egal is pleased with the different 


factions'«he has established in 


Exosquad.. “I am personally 


intrigued by Phaeton and the 
Neosapiens. They’re aliens, but they’re 
‘us.’ There’s also something challeng- 
ing about the Underground, underdogs 
fighting against overwhelming odds, 


olograms, Carls Games, 
T-Shirts, Jackets, Models, 
Books & much, much mor! 
We have a GIANT SELECTION 
of SF, Horor & Fantasy 
Merchandise! 


If you don't see it in our 
magazine, call our store 
and ask for i 


IMMEDIATE DELIVERY! 


181 E. RIDGEWOOD AVE. 
1-800-5] AEG 


| 


using ingenuity to fight back against an 
insurmountable foe." 

The show will also feature some 
fancy hardware. “We've tried to create 
symbiotic machinery with which an 
Exosquad trooper can merge. The ma- 
chine exists as a shell, but when the 
trooper climbs in, his brain, his senses, 
his every movement is reflected by the 
machine. The powerlifter from ALIENS 
could be seen as an early version of 
this, the way an adding machine 
becomes a calculator and then a com- 
puter. It interfaces with the operator. 
The Neosapiens have their own ver- 
sions of these augmented machines," 
he relates. 

Exosquad will utilize state-of-the- 
art animation. "We use computer-gen- 
erated material in terms of layout, 
character design and movement; there 
are even some 3-D options we've 
looked at," Segal says. 

“We've tried to take advantage, 
wherever we could, of the state-of-the- 
art animation process, but it's not 
gonna be Aladdin or Beauty & the 
Beast. I think the state of animation 
today is at a pivotal moment; in fact, 
the most interesting one in the history 
of animation. We're making a transi- 
tion from traditional animation to a 
whole new environment of computer 
and virtual reality-animation. The fu- 
ture of animation looks exciting." 


lthough Exosquad promises a 
A deal of special FX, it will 
rise or fall on its characters. 
*Hopefully, there's enough diversity 
that there will be audience favorites, 
and you'll follow their lives, almost 
like an animated soap opera. The show 
has a continuity. While each episode 
exists in a freestanding way, it all 
connects in story arcs. X-Men tried this 
as well. 
“When we go from a weekly show 
to the [daily] strip that we anticipate 
for '94, that story arc will pan out over 
all the episodes, so that even though 
there'll be a tapestry composed of all 
these different pieces, I hope it will be 
challenging to the audience. Exosquad 
deals with intelligent issues; it's not 
just mindless violence—there's some- 
thing going on here. I hope kids can 
lock in on that and follow the show." 
Exosquad won't skimp on action, 
though. *We push the envelope where 
we believe the storytelling justifies it. 
There will be no gratuitous violence, 
but there will be a high level of action 
on the show. We make no apologies 
about that,” Segal announces. “It's 
intelligently and prudently done. 
There are casualties [in the show], 
but they're off-camera and handled 
with taste. I think the audience will be 
vastly surprised at where we end up. 
Here at Universal, we have a tradition 
of moviemaking, and we're trying to 
give Exosquad a theatrical quality. We 


look at each episode as a miniature 
movie." 


egal is also planning a cartoon 
“65 million years in the 
making"—more or less. "Let me 


just say this," he grins. "Universal 
Pictures is looking to transform 
Jurassic Park into an ongoing 


franchise, with discussions about pos- 
sible sequels and a theme park attrac- 
tion. We've developed an approach for 
an animated TV series, but no deci- 
sions have been made as to whether or 
not we're going to do it. 

"Steven Spielberg is the ultimate 
arbiter of what manner the property 
will continue to evolve in, and Steven 
will consider the animated TV series. 
To the extent that we've considered 
it, the answer is ‘yes,’ but whether it's 
officially going to happen, the answer 
is ‘not yet’ and we don't know that it 
will, but it's something we're thinking 
about." On his desk is a possible 
graphic for the animated adventure. 
"We took the movie's logo—the skele- 
ton of the Tyrannosaurus rex—and 
filled it out [with flesh and eyes]." 

Other Universal horrors may follow. 
"We're also developing a number of 
approaches to animating the classic 
[Universal movie] monsters," he 
reveals. *And doing so in a way that 
preserves their integrity. In other 
words, I'm not looking to turn them 
into ‘Monster Babies.’ We're trying to 
find an innovative way to animate 
these monsters. Frankly, I want to 
preserve the scariness of these charac- 
ters—I don't want to water them 
down," he promises. 

"We've got a lot of interesting talent 
on this. John Landis is fascinated by it, 
and we've been working with him on 
how to take the monsters into 
animation. He would help us bring an 
interesting creative vision to these 
characters." 

Which creatures become cartoons 
depends on "which ones of the 
Universal legacy lend themselves to 
animation. We've looked at Creature 
from the Black Lagoon, The Hunch- 
back of Notre Dame, the original 
Phantom of the Opera, Dracula, even 
Chucky from Child's Play and the great 
white shark [from Jaws]. These are cur- 
rently in discussion, but there are no 
plans yet. If we come up with the right 
attitude, one that doesn't diminish the 
property and is something people 
would get excited about...I don't want 
to do something foolish with it." 

As for the near future, "we're 
looking at doing new Woody 
Woodpeckers, bringing Woody into the 
21st century, and we have several 
more action/adventure fantasy series 
coming," Jeff Segal smiles. *Lovers of 
science fiction can expect to see some 
very interesting things coming from 
this studio in the years ahead!" KE 
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A: GF these upcoming projects are 
liveraction unless specitiad, Those 
boxed are new or updated since last listing. 
Not everything listed will ultimately ever 


p: 
U: Universal; Col: Columbia; Am: Amblin; 
DH: Dark Horse; L: Largo; Attn. all pros: 
Info to be added to this list is cheerfully 
invited. Send to COMICS SCENE, 475 Park 
Ave. South, 8th Flr., NY, NY 10016. (Info 
as of 7/13/93) 


Addams Family. Sequel. PP. 
Fall. AN series. ABC. HB. 

The Airtight Garage. AN. 

Alias. Film. U. S: David S. 
Goyer. P: P. Lenkov, S. Daniel. 

ALIENS vs. Predator. Film. 
DH/Fox. 

Animaniacs. AN. Fox. 
WB/Am. Fall. 

Annie. Film. Rastar. 

Archie. LA Film. DIC. 


Barbarella. LA film. Nel. 

Q Batman. AN film. X-mas. LA 
sequel. D: Joel Schumacher (?). 

Betty Boop. AN film. 

S: Jerry Rees. EP: R. Fleischer, 
R. Zanuck. MGM. 

Black Panther. Film. 
W/Wesley Snipes. Sony. 

Blade. Film. 

Blankman. Film. C: Damon 
Wayans, Eric Gold. D: Mike 
Binder. Sony. 

Blondie. Film. WB. 

Bonkers D. Bobcat. Syn 
AN series. WD. Fall '93. 

Broom Hilda. Film. P: Ernest 
Chambers. 

A Busby Bobcat. AN TV 
special. Calico. Imagination 
Factory. 

Cadillacs & Dinosaurs. AN 
series. Nel. CBS. Fall. 

Casper. Film. Am. U. 

Q Catwoman. Film. WB. W/ 
Michelle Pfeiffer. 

Conan. AN TV series. 

Concrete. Film. DH. 

The Crow. Film. In post- 
production. 


There's romance in the air in 


ABC's Lois & Clark: The New 


Adventures of Superman. Dean 


Cain and Teri Hatcher star. 


Crusader Rabbit. AN TV. 

Deadworld. Film. S: Mark 
Pavia (D), Jack O’Donnell (P). 

Dinosaurs for Hire. AN 
series. Fox. 

Dr. Strange. Film. S/D: 
Wes Craven. Savoy Ent. 

Doom's IV. Film. P/S: 

Rob Liefeld. Am. 

A Droopy. AN series. 26 
episodes. Fox. Includes 13 new 
episodes. 

Dudley Do-Right. Film. U. 

Elektra Assassin. Film. 

Q Exosquad. AN TV series. U. 
(see article) 

Q Fantastic Four. Film. Labor 
Day release. (see article) 

Faust. Film. D: Stuart 
Gordon. S: David Quinn. 

Flaming Carrot. Film. 

The Flintstones. Film. Fred: 
John Goodman. Barney: Rick 
Moranis. U/Am. D: Brian 
Levant. S: J. Jennewein, T. 
Parker, G. Ross. P: Bruce Cohen, 
Colin Wilson. AN TV special. 
ABC. Fall. 

The Green Falcon. TV. Am. 

The Green Hornet. Film. S: 
Chuck Pfarrer. U. 

Incredible Hulk. Film. U. 

A Inspector Gadget. LA film. 
S: J. Loeb III, M. Weisman. P: 
Ivan Reitman. U. 

Judge Dredd. Film. 
Sylvester Stallone. S: Bill 
Wisher. 

Kull. Film. U. S: C. Pogue. 
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Comical cartoon dinosaurs hit the Big Apple in November in 
Steven Spielberg's We're Back. Its eclectic voiceover cast 
includes Jay Leno, Walter Cronkite and Julia Child. 


Art: Trademark & Copyright 1993 Universal City Studios, Inc. & Amblin Entertainment 


The Lion King. AN film. WD. 
Nov. '94. 

Lone Wolf & Cub. Film. D: 
John Bruno. S: Bill Wisher. 

Mai the Psychic Girl. Film. 

Mantis. Fox TV. U. EP: Sam 
Raimi, Sam Hamm. W/ Carl 
Lumbly. For mid-season. 
Q The Mask. Film. New Line. 
S/D: Chuck Russell. W/ Jim 
Carrey. 4, 

The Men in Black. Film. Col. 
P: W. Parkes, L..McDonald. 

Mr. Magoo. Film. Am/WB. 
Q Model by Day. TV movie. 
Fox. W/ Famke Janssen, 
Shannon Tweed, Sean Young. 
S/P: J. Loeb III, M. Weisman. D: 


AUTOGRAPHED 
COMIC STRIPS IN 
CRYSTAL! 


Christian Duguay. C: Kevin J. 
Taylor. Airs November. 
Pagemaster. AN/LA film. 
Fox/HB. 1994 release. 
Q Peanuts. LA film. P/S: John 
Hughes. WB. (see item) 
The Phantom. Film. PP. 
Plastic Man. Film. WB/Am. 
S: L. Wilson. D: B. Spicer. 
Pocahontas. AN film. WD. 
Prince Valiant. AN series. 
Family Chan. LA film. S: M. 
Beckner. N. Constantin Film. 
Red Sonja. TV. Lancit. 
Reid Fleming. Film. WB. 
Q Richie Rich. Film. P: J. 
Silver, J. Davis. S: Jim 
Jennewein, Tom Parker. W/ 


SSS 
Baseball Comic Strip (9" wide) 


AUTOGRAPHED COMIC STRIPS IN 
CRYSTAL are beautifully crafted and hand- 
assembled by skilled artisans from the finest 
32% full lead Austrian crystal. Authentic 


base. 
Comic Strips In 


Snoopy © 1950, 1952, 1958, 1966, 1971 United Features Syndicate Inc. ©1992 United Features Syndicate 


Send cash, 
check or 
money order to: 


STARLOG PRESS | Method of Payment: 
475 Park Avenue South à Cash 4 Check 
New York, NY 10016 A Money Order 
Q Visa à Discover 


CRY IS OMIE STRIPS MasterCard 

eac 

. Baseball _ Psychiatrist wx so 
— Literary Total enclosed: 


Please indicate quantity of each being ordered. To $ 
cover postage & handling, send $5 for the first piece — 
i for each additional piece. Canadian residents ue Wa WI Eh 


additional per order, plus 10% sales tax. All | written orders. Please allow 
PUR ein U.S. fünds. 4 to 6 weeks for delivery 


PERFECT PAPER 
WEIGHTS OR DISPLAY 


Psychiatrist Comic Strip (5" wide) 


comic strips and Charles Schulz’ autograph 
have been silk-screened on the crystal and 


Macaulay Culkin. 

The Saint. Film. P: Robert 
Evans. S: Jeff Boam. PP. 

Sandman. Film, 

Q Sgt. Rock. Film. P: Joel 
Silver. D: Renny Harlin. S: John 
Milius. WB. 

The Shadow. Film. S: David 
Koepp. P: Martin Bregman. D: 
Russell Mulcahy. W/Alec 
Baldwin. Now shooting. 

Sheena. TV series. P: Paul 
Aratow. Col. 

Speed Racer. AN TV series. 
Fred Wolf Films. Fall '93 bow. 
Film. D: Patrick Read Johnson. 
S: J.F. Lawton. WB. 

Spider-Man. AN TV mini- 
series. Fox. Daily TV series fall 
'94. Film. S: Jim Cameron (D), 
Neil Ruttenberg. Summer '95. 

Starwatcher. AN film. PP. 

Superman. TV series. ABC. 
Debuts fall. 

Q Tales from the Crypt. New 
13-show season begins airing 
September. HBO. 


Tales from the Crypt-Keeper. 


AN TV series. Nel. ABC. Fall. 
Teenage Mutant Ninja 
Turtles. AN series. CBS, Syn. 
Terry & the Pirates. TV. 

The Tick. AN TV mini- 
series. Fox. Sunbow. 
Q Time Cop. Film. D: Peter 
Hyams. S: Mark Verheiden. 
DH/L. W/ Jean-Claude Van 
Damme. Shoots September. 

Trouble with Girls. Film. 
Fox. S: W. Jacobs, G. Jones. 


Crystal are part of the 


IM SO HAPPY. 


Droopy Art: Copyright 1993 Turner Entertainment Co. 


We're Back. AN film. 
Am/U. Fall '93. 

Wolff £ Byrd. TV. Lorimar. 
P: Joel Simon, Bill Todman Jr. 
EP/D: Joe Dante. Fox. 

Wonder Woman. AN TV. 
Q X-Men. LA film. Fox. 

Zen. Film. AN series. 
A Zorro. Film. S: J. Randal 
Johnson, Joel Gross. D: Mikael 
Salomon. TriStar. LA TV series. 
F. Chan. AN TV series. 
Imagination F. Calico. Broadway 
musical. 


List copyright O 1993 Starlog 
Communications International, Inc. 
All rights reserved. 


Literary Ace Comic (9" wide) 


Officially Licensed Snoopy Collection by 
Silver Deer., America's leading manufacturer 
of collectible crystal figurines. This offer 
expires December 31, 1993. 


Account No. 
Card Expiration Date: 3 Daytime Phone #:(___)___ 
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Your signature 
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Don West 
with Bloop 
10" tall 
Space pistol, 
base and 
nameplate 
included 
$109.95 


Model kits of science 
fiction favorites! 


These kits are hand cast of high-quality polyurethane 
plastic, highly detailed and authentic. Models are 1/8 
scale. Figures come unpainted, but with painting 
instructions. Limited Quantity—so order today! 


f i m 


H.G. Well: 
Martian War 
Machine 

12" tall. Base 
and 3 figures 
included. For 
average model 
builders. $79.95. 


Craft hair 
included. 
$79.95 


Also 
available: 
3 Stooges 
Diorama 
$199.95 


7 v 


5 
8 
È 
El 
8 
E! 
[3 
Ss 
2 


Ea 
Jupiter 2, 16" diameter. Kit is vacuum formed 
and resin cast. For advanced modelers. $79.95 


© Space Productions 1993 


John Robinson 
10 1/2" tall 
Lazer rifle, base 
and nameplate 

included. $109.95 


Penny 
3" tall. Base 
and nameplate 


included. $119.95, The Robot 


with Mozart 


11” tall. $149.95 


Astronaut 
| 91/2" tall 
| Base 

included 
$99.95 


Astronaut 
Ape 
91/2” tall. 


For average 
| model builders. Vl 
| $149.95 


© 1993 Turner Home Entertainment 
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! LUNAR MODELS : 
1 [ 
|| Please indicate quantity of each being ordered. | 
| Lost in Space 2001 Also available [| 
l — Don West —— Astronaut — 3 Stooges I 
1 FG49 $109.95 FG17 $99.95 FG36 $199.95 I 
. . John Robinson ___ Astronaut & Ape Postage & Handli 
pada sins mme Bla 5149.95 per iem $ USA Son I 
Ed y ¡e Time Machine anada $15 plus 10% 
l FG47 $119.95 — Morlock sales tax . Overseas I 
] ___ The Robot FGO1 $79.95 $27.50 Airmail I 
FG24 $149.95 War of the Worlds x 
! . . Jupiter 2 Martian War Machine Total enclosed: l 
| SF007 $79.95 SFO18 $79.95 Ci 5G 1 
Send cash, check| os 
or money order to: - - - 
l srAnLoc Press| ENE =! 
] 475 Park Ave. So : [| 
NY, NY 10016| Card Expiration Date: 1... (Mo./ Yr.) @ 
| Your Daytime Phone #:(_____). 

| Method of Payment] Y' i 
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DRACULA 


JURASSIC PARK MODELS 
PLUS OTHERS! 


Exact replicas of the creatures 
created by the Stan Winston 
Studio for Steven Spielberg's 
JURASSIC PARK. 


Mighty Tyrannosaurus 


Thor $39.95 ii ee 
Ghost V ag 
Rider $45 


Dr. Jones 
$45 


Indiana Jones Frankenstein 


Ready-to-assemble, highly- 
detailed vinyl kits! Authentic 
and realistic! Human figures 
are 15” tall (1/5 scale). Kits 
come unpainted, unless 
otherwise noted, but with 
assembly and painting 
instructions. 


Brachiosaur 


HUGE SIZE. 31” Tall! Explorations in Painting 
$199 


Video $15.95 

Need help painting your 

models? Order this 55-minute 

Video for tips on assembly; dry-brush, 
wash, detailing and air-brush techniques. 


Captain America 
$2095 — 


E BED 
p 4 


P2 
k 


Send cash 
or money 


thod of Payment: 1 


A ney Order [1 Maste 


016 


C PARK MODELS PLUS OTHERS! 
ch being ordered. To cover po: 
50 for the first kit or video and $2 for A 
cit. Sorry, no foreign orders. 
Velociraptor HOROG1 $65 _ED-209 HCO11 $47 
—_ Dilophosaurus HORO62 $65 —— Incredible Hulk 
— Tyrannosaurus Rex HCO13 $29.95 
HORO63 $65 _ Captain America lame As It Appears On Your Card 
—  Brachiosaur HORO64 $199 HCO14 $29.95 
— Dracula Armor HORO40 $45 Wolverine HCO15 $29.95 
— . Dracula Wolf — The Thing HCO18 $29.95 
HORO41 $39.95 Ghost Rider HORO24 $45 
— Dracula Bat Mighty Thor HORO25 $39.95 
HORO42 $39.95 Robocop 3 HORO3001 $15.95 
indiana Jones HORO34 $45 ^ Godzilla HORO3001 $45 
—— Dr. Jones HORO35 $45 Painting Video 


Godzilla 
$45 


Zip 


-| 
| Robocop 3 


Your Signature ~~ 1092 
If you don't want to cut out coupon, we will accept 
— Frankenstein HORO037 $45 HOR2001 $15.95 written orders. Please allow 4 to 6 weeks for delivery. 
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FREE 


all orders postmarked or 


faxed by October 4th, 1993! 


Two Free full-color limited edition posters! 
Two Free limited edition Foil superhero cards! 
One Free limited edition superhero magazine! 
Two Free limited edition superhero pins! 
One Free valuable superhero comic book! 


Action 686( 151), 687 (Collector Edition) 
Adv Superman 499(1st), 501 (Collector) 
Adv Superman 500(Newsstond) 
Alpha Flight 37-43,45-49, 113,117 
Arcodia 1-4(Lim 5) Avenger 360,363 
Botmon 434,435,437-456,459-464 
467,469-473,475,476,478,479,486 
Blood Syndiocote 1.2 Brigade II 1,2 
Coge 1-4,7,9,11,12,15 Dorkhold 3-7 
Copt America 398,406,412,414-416 
Doredevil 295,311-315 Deothblow | 
Darker Image 1,2 Doom 2099 ),2,4,7 
Dorkhawk 9,15-19,25-27,29, Annual 1 
Death Head II 1-3(New!) Boetide 1-4 
Deathiok 2-8, 10-14,16-20,22, Ann 1 
Deothstroke 5,8,12,13,16-18,21 
Detective 604-607,609-617,620-624 
628,635-640,643  Drogonlines | 
Dr. Strange 28,33,34,36,37,39,41-51 
Enigma 1 Fontostic Four 368,374 


oo 


Aliens: Colonial Marine 1-4 Renegode 2 
Aliens vs. Predator li | (New - Limit 5) 
Alpho Flight 34,52,57,58,62 (Limi 1) 
Amaz Spiderman 358,365-379, Ann 27 
Archer £ Armstrong 6,7,9,11-15 (Lim 2) 
Bloodshot 2-5,8 (Lim 2) Brigade 3,4 
Cable 1 (New!) Coble 1,2 (Mini) 
Cain 1 Catwoman ! (New) Death 1,3 
Cyberforce 2.3 Dork Horse Comic 1-7 
Deathmate Prologue O JLA 71,72(1sf) 
Etemal Worrlor 7,9-15 (Lim 2) 
Excalibur 17,30,33,42-44,54,63 

Font Four 358,371,375 (ist - Lim 1) 
Ghost Rider 15(Gold), 17-25,28-38 
Golden City 1-4 Hord Corps 4-10 
Hero 1-3 Hulk 391,393-397 399-404 


355) 
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Gi Joe 60,61,65,68 Iron Man 288,290 
Speciol Missions 3-6,8,9,11,12 
Guordions Galaxy 13, 15,19,21-23,26-37 
Hordwore | (Collector) Helistorm 1,3 
Hells Angel 1,2,4-6 Image Swimsuit | 
JLE 3,4,7-10,16,24,33,35,39,41,44,45 
Legion '93 5,11,32-34,49-53, Ann 2 
Marvel Comics 88,92-129 Maxx 1,2 
Mod Dog ! Moon Knight 42-51 
Morbius 1-8, 10  Motormouth 1-7,9.11 
Mys-Tech Wors 1-4 Namor 22,32,36-39 
New Mutant 87 (Gold), 100(3rd), Ann 7 
New Titans 2,68,69 92.97, Ann 2,5,7,8 
New Wamiors 9-34, Ann 3 1963 1,2 
Nightstolkers 1,2 46 Nomad 1,6-14 
Pit 1 Punisher 2099 #1,3 (Lim 2) 
Punisher 28,34,43,57,63-72,74-79 
Pun Wor Joumol 16,29-35,41-44,49-53 
Punisher War Zone 1,3-9,11,12,15 
Quasar 38,43-46 Rovoge 2099 1-5,7 


Each Or 10 EF 


Infinity Crusode 1(Lim 1) Infinity Wars 1,2 
Legends Dork Knight 1-12,20-38,44,49 
Lobo 4, Annuol 1 UnAmerican ! Victim 1 
Lobo Bock 1.2.4 Lobo Infanticide 1.3 
Marvel 2099 Unlimited 1 (64 pgs) 
Midnight Sons Unlimited | (64 pgs) 
Magnus 22,24-29 Next Men 6,11 
Morvel Comics 64,72,84,85 (Lim 2) 
Nexus: Allen Justice ! Nexus Origin 1 
Omego Men 5,9,10,19,20 OMAC 1 
Predator vs. Mognus 1,2 Roi 9-14 
Robin | 1-3 (1s) Robin Il 2-4 (Bagged) 
Sobretooth 1 (Lim 2) 

Sondmon 46-48, Mystery Theoter 1,3 
Sovoge Drogon 3, ll 41, vs. Megoton 1 
Shadow of Bat 1,2,4,5,8,14 


Aliens vs Predator II ! E ned) $30 
Amaz Spiderman 362 Ann 27 . $2 
153 354 358 365-369 373.379 $2 
Arcadia 1-4 (Lim 5) $1 1 (Prism) $25 
Archer & Armstrong 0,2,8 $15 
$10 3-510$5 67911-15 $2 
Batman 491,492 (1st Print - Lim 2) $10 
436,4 $3 
y 4 $3 
Batmon: Legend Dork Knight 2.892 
20-26,28 6.38 41 44.494 $2 
Bloodshot ! $10 2.589 2) $2 
Brigode 1,255 34 $2 Boo» 2 $1 
Coble 1,2 (Mini) $2 b Sole!) $2 
Coin 1 $2 Catwoman | (New!) $2 
Cyberforce n) $15 23 $2 
Dorkhowk $15 356. S5 
Dork Horse Comics 2-7 $2 8 $10 
Darker Imoge 1.2 $1 ted) $30 
Deothmote pi $2 ited) $30 
Detective € $10 
6% 1) $5 660-6 n2) $3 
Eternal Warriors $15 
m 1) 7.50 Sole!) $2 


Resurrection 1-4 — Robin 14,5 (151) 
Robin 1! ) Robin IlI 1,3-5 (Collector) 
Secret Defenders 1,2,5 Shaman Tears | 
Silver Soble 1,4-6,11,13  Stotic 1 

She Hulk 50-54 SHIELD 40,41,44,46 
Steepwolker 7,9-12,14,19,21-23,25 
Stormwotch 1-3 Super Soldier | 
Supermon 76,77(151), 78 (Collector) 
Superman Man Steel 20,22 (Collector) 
Supreme 1-4 Thor 459-46 1,464,465 
Tribe | (imoge) Trencher 1 (moge) 
Turtles (Archie) 1,2,4,5,9,12-14 

Turtles (Miroge)18,22,29,30,32-38,40 
Uncanny X-Men 282(Golf) Venom 1,2,4 
Warlock Infinity Watch 1,2,4,7-10,12,17 
Warhead 1,5-10 Wild Stor 1,2(1moge) 
Wondermon 1,2,14-16,20,21, Ann 1 
X-Foctor 70-83,88-90 Wiid Thing 1 
Youngblood: Battlezone |, Yeorbook | 
Youngblood: Strikefile 1,2 (Moge) 
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-or S! 


Shadowhawk 3,4 Shodowhowk 111,2 
Silver Surfer 52,57-61,65-69,71-74,76-79 
Solar 19-22  Shodowmon 11-14,17 
Spect Spiderman 189() st), 193-200 
Spiderman 16-18,22-33, Unlimited 1 
Spidey 2099 1,4,6-9 Terminator 1-3 
Spirit of Vengeonce 1-5,7,9 Turok 1-3 
Uncanny X-Men 281-299,301-303 

Web of Spiderman 90(15/),94,95,99 
What If 26,31,38,40-49,51,52(Lim 2) 
Wizord 12, 16-18,22-24, Supermon 1 
Wolverine 50,52,55-58,61-73 (Lim 2) 
X-Foctor 44,46-48,66-69,84-87, Ann 6-8 
X-Force 1 (Gold),2-7,9-24,26 (Lim 2) 
X-0 Monowor 14-17,19 (Lim 2) 

X-Men 1,17-24(Lim 2) X-Men 2099 1 


> 


HOT COMI 


| 


Send $1 


for our color 
catalog - or 


Free with any 
Order! 


Exiles n2)$3 Freex |: $3 Ro $25 $40 Unity O $5 f) $150 $15 
Ghost Rider 15(Goid), 17-25,28-38 $2 $5 9-14 (Sole! $2 Venom 4 $1 Wild Stor $1 
Golden City | -4(Lim 5) $2 1¢ $40 Sobretooth | $2 Secret Weapons ! 2 $3 Web Spiderman 90,95,99, Ann &(1sf) $2 
Horbinger 2.4 (coupon) $60 $20 Savoge Drogon $10 $2 Nid CATS 453 255 Trilogy! $2 
5,6 (counon) $45 4 (Lin $15 ) $2 vs Megot pols) $30 Wizord |; 3 4, Supers $2 
8.9 2,15-17 $5 18-23(Lim 2) $3 Shodowhowk 1515 3,4 $2 Book 112 $2 Wolverine 2) .. $2 
Hordcorps 1 $5 23 $3 4 n2) $2 Shodowmon | $40 2.3,8(Lim 2) $20 X-Foctor 46-48 66-69 84-87 Ann 6-8 $2 
Hordcose n2)$3 23 (lin $3 459 5 $5 4,17,18(um 2)$2 j x 4 (Sole! $1 
Hero 1-3 (bogged wth oshco $2 Silver Surfer 52,53-69,71-74,76-79 $2 X-Force 2 4 $5 
1399-404 $2 Solor 1,3 $40 12.13,16-18,23(Lim 1) $5 X-Men xe), 2-4 E $5 
$2 $2 E $10 19-22 $2 24-26. $3 $2 X-Men 2099 ! $2 
$2 3.92 Spawn $10 23 $15 X-Men Adventure 2 $3 
$2 UnAmerico $2 6.7 (ur $5 3 (Lim 2 $3 X-0 Manowar $5 2 6 $20 
Men 5,9,10,19,20 $2 37 $5 Spect Spiderman 189, 193-199 (1s) $2 | $5 14-19 $2 z $3 
Mognus 5,7 (wih cord)540 9 $20 n $7.50 6-12.14 $3 Youngblood 1) $10 d $3 
$100 13,14,18(Um 1) $10 € $2 Unlimited $2 Bofezone | $1 Yeorbook | (Sale!) $1 
9-21 $5 22,24-29 (Lim 2) $2 Spiderman 2099 4,6-9 (Limit 2 $2 ngblood Strike Sole! $1 
Montro 1 $3 Mox 1 2 $1 mitad) $30 Supreme 1-4 $1 Strangers 1-3(Ur $3 
New Mutants 96.98 $10 100(1s)..$5  Stomwotch 1-4 $1 Trencher 1(Sole!) $1 — | Comic > GRAB Bac 
1). 100(Goid), Ar Sole!) . $1 Turok m2)$2 4 (New $3 | Cou LECTOR Come Bas $7 
New Warriors 9-34, A n2) $1 Uncanny X-Men 185-187 $5 248(1s!) $20 | Lots of 41's 
Phantom Force | $2 Pitt! (Sale!) $1 269,270(Gold),272.275,300,304 $5 | Come Som e Bro. n 5 | 
Predator vs. Mognus ! 2 2 $2 ] 8 S3 | hace SAMPLE Bao. $4.95 | 
Prime S3 Prototype $3 X $2 OMS 5 deren! supertner s 


Harbinger Trode( 1st Print ww #0) 19.95 
Morel Universe 1-4,6-8,10-32 ... 4.95 


Punisher: Eye for Eye (Jim Lee) ..... 9.95 
Punisher vs. Doredevil (Miller) ..... 5.95 
Savage Dragon Trade (New!) 9.95 
Shodowhowk Trode(issues 1-4) 19.95 
Spiderman Alien Costume 12.95 
Spiderman Trade (McFarlane) ... 12.95 
Spiderman vs. Venom (McForf) . 12.95 
Supermon: Deofh of Superman .... 4.95 
Supermon: Funeral For a Friend ... 7.50 
Superman: Mon of Steel (Byme) .. 7.50 
Superman: Panic in the Sky 9.95 


Wolverine Inner Fury(Sienkiewicz) 5.95 
Wild CATS Trade (1s! w #0) 9.95 
Wizord 100 Best Comics (Sole!) ... $2 
X-Force & Spidermon (McForlane) 6.95 
X-Men Dork Phoenix Sogo(Byme) 12.95 
X-O Trode (1s! w sourcebook) .... 9.95 


L ! 


DC Cards Series | (Pock - Sole!) ... .50 
DC Cosmic Teoms Pock (New) . 1.00 
DC Cosmic Teoms Box (New) . 19.95 
Death Superman Pock $3 Box . 99.95 


Fangoria Cords Pack (each) 1.00 
Ghost Rider Cords Pack (each) .. 1.00 
Marvel Series | Pack (each) ....... 5.00 
Marvel Series Il Pock (eoch) ...... 4.00 
Morvel Series Ill Pock (eoch) ..... 1.50 
Morvel Series IV Pack (each) 1.00 
Movel Series IV Box (eoch) ..... 34.95 
Punisher G&G Pock $1 Box ... 29.95 
Shodowhowk Pock (each) 1.00 
Silver Surfer Prism Cards (pock) . 2.00 
Spidey 30th Anniversory Pock .... 1.00 
Spidey 30th Anniversory Box ... 29.95 
Stor Trek Series | or Il (Pock) 1.00 


Stor Trek Deep Space Nine (Sef) . 14.95 
Stor Trek Mosterpriece Cords Pack 2.00 
Stor Trek Next Generation Pack ... 1.50 
Stor Wors Pack 1.50 Box .... 39.95 
Voliont Cords Pock (Upper Deck) 2.00 
Voliont Unity Cards Pock (each) . 1.00 
Wolverine Cords Pack (each) .... 1.00 
X-Men Series | Pock $2 Box.. 69.95 
X-Men Series ll Pock $2 Box .. 59.95 
Youngblood Pock $1 Box .... 29.95 


Aliens vs. Predator ll #1 (Limited) $30 
Arcodia #1 (Prismofic Cover) ...... $25 
Archer Armstrong O(Limited Gold) $150 
Brigade #1 (Limited Gold Cover) . $75 
Darker image #1 (Platinum logo) . $30 
Deothmote Prologue #0 (Limited) $30 
Etemal Warrior #1 (Limited Gold) $125 
Golden City #1 (Prismatic Cover) . $40 
Harbinger O(Limited Send-/woy) $300 
Hord Corps #1 (Limied Gold) $75 
Imoge Swimsuit (Limited Ashcon) $20 


Modmon #1 (Limiled Ash Con) ... $20 
Mogneto #0 (Limited Gold) $100 
Maxx #1 (Glow-in-dark) $30 


Sov Dragon vs Megoton 1 (Limited) $30 
Unity #0 (Limited Red Logo) ..... $150 
Wild CATS #4 (w/ Wizord cord) ... $10 
Wild CATS Trilogy 1 (Lid Ashcon) . $20 
Wizord #17 (Plotinum Cover) ..... $20 
X-Men Limited Silver Hologrom .... $25 
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